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READERS OFFERS 

FOR YOUR ST 

NOW YOU CAN PROGRAM YOUR ST! 


STOS BASIC 

The ideal language for owners familiar with other 
Basics especially those who have upgraded from 
Atari 8-bit Basic* Although promoted as a ‘games’ 
writing language, STOS is much more - almost any 
kind of program can be written easily with STOS. Try 
it now! And don’t forget that STOS is the language 
that gets most support in the magazines including 
MEW ATARI USER 

SAVE £8 

Normal price £29.95 Readers Price £21.95 
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USE THE ORDER 
FORM ON PAGE 49 
or telephone your 
credit cord order to 
0785 213928 


STOS MAESTRO PLUS 


■ 


Add some superb sound effects to your STOS programs with this great 
sampler package! 

Includes 

New extensions to STOS for music and effects 
A sophisticated drum machine 
40 page manual with many programming examples 
Sampling cartridge and full supporting software 

All the top games nowadays have sampled sound - now yours can too! 

Normal price £69.95 
Readers Price £49.95 


SAVE £20! 


STOS SPRITES 600 

Now you don’t have to be an artist to improve your prog- a ja mm v M 

rams with top quality sprites. STOS Sprites 600 contains over t ” T 

600 professionally drawn sprites with details of how to 
create your own animation sequences with STOS Basic. 


Hundreds of images - spaceships, cars, explosions, sub¬ 
marines, wizards, trucks, planes and many, many more! All 
top quality and saving you many hours of work. 


Normal price £14.95 
Readers Price £10.95 
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SUBSCRIPTIONS 

Annual subscription rates (6 issues) 
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NEW ATARI USER ON DISK 

A disk containing all of the 8-bit 

R rograms from each issue pf 
EW ATARI USER is available either 
separately or on subcription. Single 
price £2,95 per disk, Subscription 
rates (6 issues) 


UK £24.00 
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Elsewhere (see) £30.00 

Elsewhere (Air) Please 
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SUBMISSIONS 

PAGE 6 weicQm&s and encourages ils raad 
ers to submil, articles, programs and reviews 
for publrcation, Programs must be submitted 
on disk or cassette, artistes should wherever 
possibla be submitted as text tiles on disk. We 
seek to encourage your participation and do 
nos have strict rules for submissions It some¬ 
thing interests you, write a program or article 
and submil it' App T opriate payment will be 
made for all published programs and articles. 

All original articles, programs and other mate¬ 
rial in NEW ATARI USER is cppynghl of the 
author as credited. All unaudited material is 
copyright PAGE H. Unless coniaming she by 
:ine 'Ail Righls Reserved' any material in 
NEW ATARI USER may be reproduced by 
User Groups and other non-profit making 
organrsatioiis provided tnat the author’s name 
is included and PAGE 6 is credited as the 
origmai publisher. Permission to publish else¬ 
where should be Obtained Srorn PAGE 6 or the 
author. Editors of newsletters reproducing 
material are requested lo send a copy of the 
relevant issue to the Editor al address of 
PAGE 6. Whilst we lake whatever steps we 
can lo ensure the accuracy of arises and 
programs and the contents of advertisements, 
PAGE 6 cannot be Meld liable for any errors 
or claims made by advertisers. 

ATARI (TM) is a registered trademark of 
ATARI GORP All references should bo so 
noled NEW ATARI USER is an indopendenl 
publication and has no connection with Atari 
or with any cl her company or publisher. 


The (next issue of 
NEW ATARI USER 
will be on sale 23rd November 
Editorial copy date is 16th October 
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THE credits 

All of the usual Muff is on page 3 but here 
ore the people who mode this issue possible- 

Les ElLLnghum did the editing, layout etc. 

Sandy looked after the advertising 

|iihn R, Barnsley hEdjKd out especially 
with the Contact Column (now you know 
who to blame if the phone numbers are 
wrong!) and in lots of other way* 

Jane joined us recently and h getting settled 
in, moire next issue! 

Stacey didn't help at ail! 

the Regular Contributors, who provide the 
backbone of the magazine and can general 
\y Ihj relied upon to come up with good 
articles and reviews, are 

Mark Hutch Inson Matthew fanes 
] aim Davison Tab n Dav i son J r 
John Sweeney Paul RJkdh 
Damon limvarth Garry Francis 

411 other cantribuIors for this issue are indi¬ 
vidually credited alongside ihcir articles or 
program*. Thanks to everybody for sharing 
theS work and enthusiasm with other Atari 
users. 

w&qot a letter with Australian stamps on it! 
Inside it send 'Sorry’ and 7 wfJ! he hack ... and 
that's a promise! 1 * Great stuff? 

The cover pielure shows an F-16 Jet Tiabler 
and is by Gab* Palmer from the Zefa Pielure 
Library, we wtmld have taken our own coyer 
photo but didn't have room for the plane in 
tiie back gardenl 

Insatmtivn this time came from The Palm Wine 
GmarofSA- Rogic. Peter Gabriel* Passion which 
is rather strange but ideal for copying computer 
magazines by! Christy Moore came in with □ kite, 
and sorhewhai subdued, entry that is jlowly grow¬ 
ing and Vangetis, after quite a time, with some 
masterful themes, Lois of other folks as well as 
mentioned in previous Issues* m one at the Cam¬ 
bridge Folk festival said Tow are the editor of 
NEW ATARI USER and l daim my Tree CD\ 

NEW ATARI USER is the magazine, 
RAGE 6 is the concept. Wherever yaa see 
PAGE <3 you 'll know what it means! 

The next issue of NEW ATARI USER could 
feature VOUH article Or {iro^rum, 
so SEND IT IN NOW! 

PAGE 6 shows iusl what you can do with your Atari WltJi 
the rwsptJoF! of Anal output on a J.inoilrpo ririd u« of ft 
irpn? tor the listings arid photos, the wsgazinf F-S 

prepared mtlrEiy with Atari based equipment mid software 
p.ot a MtftFJrtosh or JfiJW in sighi/ ffardwarc’ used includes 
j.iOtfE. 1050 rfisftr dm*. $ JO disk drive, 4 W cassette 
i&xasionatiy!), MO Interface, NEC UOtf printer. tfMOST, 
SMI 2* Monitor. Atari SH20A harddisk drive, Cumam J 
mig rfp.vl. drive, Epson RX J 00 pwin-ter, KyMtta laser prints, 
Miaostutierprinter buffer- Software Includes Superscript, 
Turtw idc r Jfermit, FC Interconvtn, TARI-TAL&, Print Wiz, 
PC JniemJrtlffl, STWritW. Pretext arid fleet Street Publisher, 
Articles and pfcgputiS Emitted! on Xl/X E driits me 
fa ted to VLjririij.i custom written prcjg/nrn.t before ttfiri^ 
frtffisfarn^d ati WSS to ihe 51 ifto TARJ-TAl-X. Ait mtr jbf 
edrtJrw is done with Profit cirtd pages an? Juid out nWtft 
Fleet Street Publisher. A disk with the finished images is sent 
up to ISetting Studio in Newcastle to lype&tting bum*u 
who really hww what they are ddFftg with the $T\ to be 
output on a t inolron 300 and, hey presto, finished pages 
me sent back. It reaiJy eJkw* ivorJc - al last! Ai'i FhwF Js FetT \s 
ra iirop in the listings and photos. Wdl. U s not quite as 
easy os r Fieri, but ynu get the idea! 


alternative micro show 

Saturday November 11th sees the one day Alternative Micro Show being held in Stafford 
and you will find an advertisement giving full details elsewhere in this issue. Tor most 
people Stafford is a long way to travel for a low-key Show that supports Atari only as 
one of a number of machines but we have already had a Jot of letters from readers 
savinq thev will attend. At the time of writing 1 am not sure who will be exhibiting but 
the costs for exhibitors are very low and it will certainly be a worthwhile event for any 
company, user group or individual with Atari related products to show or sell. Many of 
the long time supporters of the 8-bit Atari, who have advertised in PAGE 6, have never 
attended the major shows because of the costs involved but the Alternative Micro Show is 

so inexpensive to attend that nobody has an excuse not to exhibit! 

If you have any product for the Atari 8-bit to sell or exhibit, or ii you are a scr roup 
please qive me a ring so that I can explain the benefits of attending, i believe it is 
important Tor the long term survival of the 8-bit Atari that we must all support this type 
of event and [ look forward to seeing as many Atari people, both exhibiting and visiting, 
as possible. Let's show everyone them that Atari is still the best' 

LISTINGS 

We have had a few letters recently complaining about the number of machine code 
qames that we have featured in recent issues. Not about the quality, which has been firs 
class, but that typing in a machine code program full of meaningless data statemen.s 
does not teach the user anything about programming. The point is well taken so this 
issue we have included one or two much simpler listings m Basic that will hopefully fie oi 
more interest to those who want to learn bow to program. These type of listings are not 
as sophisticated as the machine language games but do give the opportunity to the 
reader of adding his or her own amendments and improvements. Striking a balance is 
difficult and we will continue to publish machine code listings because the results ot a 
that typing are always well worth while but if you feel that you would like other types of 
program, please feel free to drop us a line and let us know your preferences. 

THE PRICE GOES UP 

I am sorry to hove to advise that the cover price of the magazine has to go up from next 
issue to £1.75, During the past year there have been three increases in the costs ot 
printing and producing the magazine all of which we hove absorbed but we must now 
look ahead to ensure that we can continue to bring you a quality magazine. Because wc 
cover the Atari 8-bit machines we are somewhat of a 'specialised' magazine and if you 
look around on your newsagent's shelves you will find a number of specialist magazines 
with a much higher cover price and a lot less pages. We have to take into account also 
that advertising revenue on the 8-bit side is not going to grow, quite the reverse, and with 
so many magazines covering the ST from the big publishers whose advertising people are 
trained to sell sard to Arabs we don't get much of a look in with the glossy ST ads. 
Nobody likes a price increase but we all have to be realistic. I hope that you stick with 
us, we need each other! For the time being the subscription prices will be held at current 
levels so that you can save yourself some money by subscribing. Subscribing, however, 
does much more than save a few pennies, it shows your commitment and interest and 
helps us to continue to provide what is now the only support for the XL/XE machines and 
offer a magazine that gives ST owners a different viewpoint from the formula maga¬ 
zines. Please think about subscribing now. 

COMPUTERWARE 

We had a lot of complaints about Compulerware from Stoke-on-Trent who advertised in 
Issue 37 and we are still receiving complaints from readers who have not received goods. 
Computerware had been running advertisement in Atari User for some time before we 
bought that magazine and the advertisements was accepted in good taith. 1 spoke to the 
proprietor Mr ] W. Fenton, some time ago who explained that he had had some 
problems in obtaining stock and he promised to write to dll customers with outstanding 
orders to explain the delay. This may well have been done but we are still receiving 
complaints Unfortunately Mr Fenton has changed his telephone number to ex-directory 
so we cannot now contact him to check the situation. If any readers have orders 
outstanding from this company would they please write to us giving fall details so that 
we may have the full picture and can decide whether any action needs to be taken with 
the appropriate authorities. 
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THE THIRD 

ALTERNATIVE 
MICRO SHOW 

AND ELECTRONICS FAIR 

SATURDAY NOVEMBER 11th 
10 am to 5 pm 

BINGLEY HALL, STAFFORDSHIRE SHOW CENTRE 

ADMISSION: ADULTS - £2.00 CHILDREN - £1.00 

COME AND SEE THE FOLKS FROM PAGE 6, NEW ATARI USER, BUG,, CITY BBS, BOURNEMOUTH 
AND POOLE USER GROUP, MILES BETTER SOFTWARE, CALLISTO COMPUTERS AND OTHERS TO BE 
CONFIRMED AT THE SHOW THAT REALLY SUPPORTS THE 8 BIT ATARI! 

IF YOU ARE AN ATARI 8-BIT OWNER THEN THERE IS ONLY ONE PLACE TO BE 
ON SATURDAY NOVEMBER 11th - THE BINGLEY HALL, STAFFORD. 

THIS SHOW PROMISES TO BE EVEN BIGGER AND BETTER THAN THE LONDON ALTERNATIVE MICRO SHOW 

THE ALTERNATIVE MICRO SHOW IS THE SHOW TO FIND SUPPORTERS OF THE ATARI 8 BIT WITH THE CHANCE 
TO STOP AND CHAT AND THE OPPORTUNITY TO PICK UP SOME HARD TO FIND SOFTWARE AND HARDWARE 


Other machines represented at the Show will include - Tatung, Einstein, BBC, MSX, Memotech, Dragon, ZX88, 
Lynx, Jupiter Ace, Enterprise, Oric, Spectrum, QL, Commodore 8-bit, Texas TI99/4A, Adam etc. 

FOR THE FIRST TIME THIS SHOW WILL ALSO INCLUDE AN ELECTRONICS FAIR WITH AMATEUR RADIO DEMONSTRATIONS 


Ample free parking is provided and there are main line rail and bus links to Stafford 
Public transport will run between Stafford and the Showground 

GIANT BRING W BUY SALE! 

ADVANCE TICKETS AVAILABLE FROM THE ORGANISERS: 

TAURUS COMPUTER SYSTEMS 

ENTERPRISE HOUSE, UNIT 15, RIVERSIDE INDUSTRIAL PARK, RAPIER STREET, 
IPSWICH, IP2 8JX. TEL. 0473 602460 FAX. 0473 602410 

ALL THOSE OBTAINING ADVANCE TICKETS WILL BE ELIGIBLE FOR A FREE DRAW 
THE PRIZE TO BE PRESENTED AT THE SHOW IS AN OKI 293 COLOUR PRINTER 








From next issue we have to put up the price of NEW ATARI 
USER to £1.75 but you can beat the increase by subscribing 
NOW! If you subscribe using the form on this page you can 
have SIX issues of your favourite Atari magazine at the old 
subscription price of £9* - and that’s equivalent to getting 
ONE FREE ISSUE over the coming year! 

Subscribe now - not only do you save money but you help to ensure that 
NEW ATARI USER continues to bring you the best for your Atari 


BEAT IT! 


* UK price. Overseas subscriptions are £13.50 for Europe or Surface elsewhere or £21.00 tor Air Mail outside Europe. 


XL/XE (and 400/800) owners can take out a 
Disk Subscription and not only save money 
but also get an ATARI USER disk box, 
holding up to 50 disks ABSOLUTELY 
FREE! This disk box retails at £4.95 but is 
yours for nothing when you take out a new 
Disk Subscription. 

A Disk Subscription costs just £24* and 
that represents a saving of OVER £4 
against buying the magazine and disk 
separately! Add the cost of the disk box 
and you are SAVING OVER £9! It makes 
sense. 


DISK IT! 

AND GET A FREE ATARI USER DISK BOX 


Discover the fun of all those great DISK BONUS programs 



to 


* UK Price Overseas subscriptions are £30.00 for Europe or E40.00 outside Europe 

FREE DISK BOX OFFER APPLIES ONLY TO UK 



I want to show my commitment to Atari by subscribing to NEW ATARI USER 
Please commence my subscription for SIX issues from Issue 41 as follows 


Name 

Address 


] I enclose Cheque/Postal Order for £ 


*.*. Q| wish to pay by Access/Visa MasterCard; Eurocard 

.. Card No: 

"'. □□□□□□□□□□□□□□□□ 

[ I ORDINARY SUBSCRIPTION UK £9.00 Europe El 3.50 Expiry date: I It 11 ll~l 
— Elsewhere Surface £13.50 Elsewhere Air £21.00 

PI DISK SUBSCRIPTION UK £24.00 Europe £30.00 pleaM debit my credit card with the amount shown above 

Elsewhere £40.00 

Signature .- -. 

I undeisland that a UK Disk Subscription entitles me to a FREE QISK BOX which will 
he despatched as soon as my subscription is processed. 

Please feel free to photocopy this form or write your order (clearly please!) if you do not wish to cut the magazine 





























newscene 


ATARI CONTINUES 
TO SUPPORT THE XE 

The British Grand Prix at Silveinstone was the venue chosen by Atari to launch their new Atarisoft 
software label which will provide software not only for Atari computers but IBM, Commodore and 
others as well. 

An invite to The British Grand Prix was not something to turn down so your Editor dutifully trotted 
off at about six in the morning to watch as much of the Formula 1 practice as possible before 
finding the Atari hospitality tent. Atari had hired two hospitality suites one of which was set out for 
lunch and the other set up as a sort of games arcade with all the planned releases on show and a 
couple of mock racing cars controlling the new Atari Grand Prix game. Of course software for the ST 
was expected but would there be anything for the XL/XE? Indeed there was, a good selection of 
games that have just been released or are due to be released by the end of the year. The titles were 
announced in the last issue of NEW ATARI USER and several are reviewed in this issue. 

So what of Atari's commitment to the XL/XE? I asked Bob Katz, Atari's software development 
manager, whether the idea of producing software for other machines was simply to make it easier to 
support their own machines. He replied "Very much so, take the XL/XE for example, in today's 
market it would not be viable to set up a label producing only 8 bit titles but by covering other 
machines as well we can ensure that we can support the 8 bit os much as possible". One other 
interesting point is that many of the programmers of the latest 8 bit games were also invited along 
for the free lunch and hospitality, a sign that Atari still take the 8 bit machines seriously. 

I would like lo tell you more, but the incredible noise of Formula 1 engines was roaring outside and 
the qualifying laps for pole position were about to begin, I can tell you that no computer game, not 
even Atari's Pole Position can match up to the excitement of the real thing so I just had to dash off! 
Overall a great day and nice to know that Atari are still supporting the 8 bit machines. Look out for 
the Atarisoft titles NUCLEUS BLACK LAMP CVGNUS Xl r TIGER ATTACK, 
SPEED HAWK, HEARTACHE and SLING SHOT in your local shops, and buy them to 
prove to Atari that the demand for 8 bit software is stilt there. If you want them r they will provide 
more! Many of the titles on show for the ST are lined up for conversion to the XL/XE, 


PRINTER 
USER GROUP 


User Groups for computers are 
relatively common but how 
about a User Group that con¬ 
centrates solely on printers? 
That is the idea of Nick Godwin 
up in Scotland who wants to 
get together with other printer 
owners to set up a national 
user group whose members 
could exchange information, 
swap items, contribute to a 
newsletter and all the usual 
things that user groups get up 
to. He also envisages an advice 
hotline and 'skills exchange'. 
Sounds like a goad Idea, as few 
printer owner* actually use 
their printers to the full extent- 
How many Of you understand 
how to vertically and horizon¬ 
tally tabulate on your printer 
or design downloadable fonts? 
What about graphics? Have 
you ever programmed your 
printer? If you feel that the user 
group idea might appeal to you 
drop Nick u line, enclosing a 
.Stamped addressed A4 envelope 
and he will send you more de¬ 
tails, Write to Nick Godwin, 
WR1TL-QN-LINE, 4, Hurkur 
Crescent, Eyemouth, Berwick¬ 
shire, TD14 5AP. 


MORE BUDGET 
RELEASES 


SPARES... SPARES... SPARES 


There one a reasonable 
amount of budget re-releases 
coming your way for the XL/XE 
at the moment. Zeppelin 
Games have secured the budget 
rights to the Tynesoft catalogue 
and are also releasing some of 
Uomark's titles. There are some 
excellent games being released 
on cassette at L2.99 which in¬ 
clude MIRAX FORCE a 
superb scrolling game from 
Tynesoft which includes sam¬ 
pled speech, SIDEWINDER 
which has been around for a 
while but still remains extreme¬ 
ly playable, SOCCER 
MANAGER and THE 
LIVING DAYLIGHTS 
which was a relatively new full 
price release from Do mark. 


Alternative Software have also 
been busy securing budget 
rights and will be releasing the 
Minorsoft back catalogue 
which includes a couple of ex¬ 
cellent flight simulators, 
SPITFIRE 40 and 
STRIKE FORCE HAR¬ 
RIER both at £2.99. If you 
have never tried a flight simu- 
lator^ you now have no excuse! 
At the lower price of £1.99 are 
a couple of arcade games, 

TRAILBiAZER and 
WHO DARES WINS 2 

Not a bad lot for XL/XE own¬ 
ers. With Atari's new releases 
reviewed in this issue there 
should be a reasonable amount 
of new software around at the 
present time for you to try. 


Judging by the number of en¬ 
quiries we receive there are a 
lot of XL/XE owners oul there 
who can't find any support 
when it comes lo finding spares 
when small problems crop up 
with their systems. We have 
many letters, for instance, from 
readers who have been advised 
that they must buy a new cas¬ 
sette recorder simply because 
the Play button is broken! 
Someone who might well be 
able to help is Derek Fern who 
runs ail Atari 8 Bit Spares and 
Information service which 
began life as an offshoot from 
the Birmingham User Group. 
The latest broadsheet issued is 
packed full of hard to get items 
such os replacement keyboards 
for the 130XE, power packs, 
various chips for computers 
and drives, motors for the 1050 
disk drive, replacement buttons 
for the 1010 and XC12 cassette 
recorders and lots more besides. 
And that's not all, there are 


also some excellent bargains 
such as 800XLs at £25 apiece 
and green screen monitors for 
£32 plus DIY project kits for 
memory upgrades and inter¬ 
faces. 

Supplies of many items are 
limited so most items are on a 
first come basis. If you are in¬ 
terested we suggest you give 
Derek a ring on 021 352 5730 
to see what goodies he might 
have on offer. 

ANOTHER ATARI 
SPECIALIST 

B. Bytes Computer Systems of 
Hinckley are apparently ditch¬ 
ing most of the other brands of 
computer to concentrate entire¬ 
ly on Atari, and that doesn't just 
include the ST r they fully intend 
to support the 8 bit machines us 
well. That's good news for all 
Atari owners. 
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DO IT YOURSELF 

[ read with interest and dismay 
the preview of HAWKQUEST 
and agree it would be a great 
shame if software of this quali¬ 
ty was not to reach the 8 bit 
masses, [he article finished 
with the idea that we should 
write to companies asking 
them to publish it. My idea is 
that perhaps PAGE 6 should 
consider publishing it through 
their Accessory Shop though 
not as public domain- If it was 
successful, than maybe other 
software titles could be released 
this way? 

Simon Bcidger, 

Chichester 

We ivpufd love to publish games 
of this quality but sometimes a 
program is too good for us> Being 
realistic, we have (o face she fact 
that NEW ATARI U'i't'R and the 
Accessory Shop doesn’t reach all 
Atari owners (more fool them!) 
and that an established software 
company with access to the cor¬ 
rect distribution channels could 


sell many more copies than we 
could, or at ieast they should be 
able in. in the case of programs 
Jffce HAWKQUEST we would rather 
that the program was as widely 
available as possible so that the 
authors could enjoy greater suc¬ 
cess. We understand that fled flat 
have expressed an interest In pub- 
lishrng HAWAQL'BT arid will let 
you know whether it is due for 
release. Et'en though we will not 
be selling the game ourselves, we 
hove hopefully been instrumental 
in its release. 


STRETCHING THE 
LIMITS 

1 am a dedicated Atari fanatic 
who has owned an Atari for 
many years and a very compe¬ 
tent machine code programmer 
but one of the features that has 
always alluded me is how to 
obtain more than four colours 
on a horizontal line in Antic 14 
without using rasters, DLl's or 
horizontal kemals. I believe it 
can be done because Antic 


mode 4 can display five colours 
(four playfield and the fifth is 
obtained by setting bit 7 in the 
character number - this corres¬ 
ponds to register 711 being 
used). Since Antic mode 4 is 
equivalent in terms of colours 
and pixel combinations to 
Antic mruJe 14, it should be 
possible to get that fifth colour, 
but how? 

There are games around that 
have used this fifth colour, for 
example World Karate Cham¬ 
pionship. This had six colours 
on one horizontal line - brown 
background, red for player 
one's uniform, white for player 
two's uniform, pink for their 
faces, black outline colour and 
yellow far the high score table. 
One of these colours was prob¬ 
ably due to hardware sprites 
but only one colour since to get 
the necessary definition all 
sprites would have to be the 
same colour, but it still leaves 
the sixth colour unexplained. 
Can anybody help? If anyone 
can solve this I will give them a 
copy of my brand new game 
[oe Blade II. 


c 

i 

i 

i 


SOLVING SOME OF THE XFS51 PI 


There seems to be general dis¬ 
satisfaction with the XF551 disk 
drive amongst your readership. 

1 have only ever owned this 
model drive and I must admit 
at first it did seem inferior to 
the 1050 drive, not being able 
to write to the back of the disk, 
a I though the drive itself is 
much quieter and quicker than 
the old model. As for as not 
being all that it is claimed to be 
though, it definitely works well 
as a double sided, double densi¬ 
ty drive with the right DOS, 
There are three readily avail¬ 
ably DOS 4 available from sev¬ 
eral sources, try Starfleet Soft¬ 
ware, 1037 West Leafland Ave¬ 
nue, Decatur, Illinois 
62552-1537, U.S.A. price $10 
plus S3 postage - ATARI DOS 
XE available from Atari Corp. 
11% Borregas Avenue, Sunny¬ 
vale, California 94036, U.S.A. 
price 510 and SPARTA DOS v3.2 
or X available in the UK from 
Frontier Software. 

Of all the above Spartudos-X 
seems to be Lhe best but at a 
cost, It comes in cartridge form 


so no disk space is used for DOS 
files. The major drawback with 
any of the above is that none 
are compatible with DOS 2 or 
2.5 and only Spartados will 
convert existing DOS 2/2.5 files 
to its new format (but it does 
work and is fairly easy to use), 
For those who wish to stick to 
DOS 2/2.5 there is however one 
other solution. COMPUTER 
SOFTWARE SERVICES, P.O. Box 
17660, ROCHESTER, NEW 
VORK 14617, U.S.A. have a de¬ 
vice for sale colled an XF551 
ENHANCER ($29.95 + p&p - 
they accept VISA). When fitted 
to the XF551 drive this device 
allows the drive to write to both 
sides of the disk in the normal' 
fashion Le. by 'Pipping' the 
disk, Sounds great and it works 
well but there is a catch! The 
XF551 obtains its timing pulse 
from the timing hole on the 
disk, consequently when the 
disk is flipjfed, the sensor can¬ 
not pick up the hole. To over¬ 
come this problem the XF551 
ENHANCER derives its timing 
pulse from the mains supply,os 


did the 1050 drive. The prob¬ 
lem with this solution is of 
course that the Americans use 
a 60Hz mains supply so the 
ENHANCER needs a small mod¬ 
ification to make it compatible 
with a 'normal' 50 Hz system 
as you have in Britain. This is a 
simple 60Hz pulse generator 
and if anyone is interested in 
carrying out this modification 
then please contact me at IS, 
PRINCESS STREET, 5ANNE- 
VIRKE, NEW ZEALAND and I 
will gladly supply the details. 
The end result is an XF551 
drive that behaves like a quie¬ 
ter, quicker 1050. 

Svfy second topic is the ATARI 
XMMR01 printer- Are there 
many out there who, in want¬ 
ing to use their Atari 8 bit for 
more than just playing games, 
purchased the, supposedly, 
'Epson-compatible' XMM8Q1 
only to find that it wouldn't 
work with any of the great soft¬ 
ware packages such as Print- 
shop and Daisy Dot II? Well, 
with a little cash outlay it will! 
The first product you need is 
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P.S, The game Ls yregt - great 
graphics, superb animation of 
Joe and the Punks. My verdict is 
to go out and buy it straight 
away! 

Barry Southern 
Author of |or Blade 

N't)tiling like a bit of modesty is 
there! We hove published solu¬ 
tions fa 'impasjffjfe' programming 
tasks before so can anyone tackle 
this one? Sounds tike a job for 
Paul Lay fa me! 


GOOD SUPPORT 

Having read G.D. Wood's letter 
in Issue 38 concerning dealers 
who have given good support, 
and your reply, I feel inclined 
to add my voice. 

Earlier this year I wanted to 
upgrade to a more comprehen¬ 
sive word processor. I contacted 
all of the 'big' names who offer 
serious software and usually 
claim that they will obtain any 
software to the extent of itn- 


_ i 

1 PROBLEMS 


the XMMS01 TRANSLATOR 
■DISK from XLENT SOFTWARE, 
P.O. Box 522B, SPRINGFIELD, 
VIRGINIA 22150, U.S.A. (cost 
$10 + pSrp - they take VISA), 
this disk allows you to run 
Printshop or create a boot disk 
lg run other software, Printshop 
works wf]] although it seems 
necessary to r baby sit 1 the prin¬ 
ter as LK has a habit of going off 
line intermittently. The print¬ 
out has the odd hiccup but the 
successful print rate is about 
95% P a lot better than not 
being able to use Printshop at 
all! “ 

I hope the above information 
is of some use to readers. The 
XF551 and XMM801 like the 
Atari & bit computers are great 
products and there are still 
some people out there support¬ 
ing them, although the support 
level in New Zealand seems to 
be zero, 

ILW„ Anderson., 

NEW ZEALAND 


porting it if necessary. I asked 
for PaperClip, Superscript and 
the 1st Xlent Word Processor, 
all of which have been re¬ 
viewed favourable in the not 
too distant past in each case 
they could not offer the soft¬ 
ware, nor offer any alternative 
except Atari writer and were not 
willing to try and obtain a copy 
of any of them, 

Through your Resource File I 
contacted Livingston Computer 
Centre who did not have a 
copy in stock, however they 
continued to try and locate a 
copy of PaperClip. keeping me 
informed. After three or four 
weeks another customer offered 
them a second bond copy and 
they were sufficiently interested 
to remember my enquiry and 
contacted me with an offer. 
Through their good service I 
now have a copy of Paperclip. 
One point from this episode is 
where has ail the serious soft¬ 
ware gone? Even programs that 
have been widely available 
here or in the U.S. seem to be 
unobtainable, much less there 
being any hope of future re¬ 
leases. Not all of us have suffi¬ 
cient demand to dump our B 
bit setups and invest in an ST. 
Finally in response to your edi¬ 
torial, I was one of those who 
went to the London Alternative 
Micro Show and, yes r I would 
support similar initiatives, such 
as you outline, again. S found it 
more appealing than the major 
shows where you are forever 
jostled and struggling to get 
near to stands of interest. 

M. Lambert, 

Maidenhead 

Does anyone fcnow of a retailer 
that still has good serious 8 bit 
programs available? Write and 
tell us. The only 'new r serious 
programs seem fa be the 'Turbo' 
programs imported by Computer- 
house r Head on ... 


TOP CLASS 

1 have an XEPBQ which I use in 
particular with TurbobaseSO 
and Turbo word, and must say 
that with these two programs 
you have everything you need 
to run tj small business. The 
Turbobase is an excellent pack¬ 
age, it makes accounting very 


easy, producing statements as 
often as one wants! Also it is 
very good for VAT etc. Jt must 
be the equivalent of ClQOO's 
worth of [RM software! 
Turboword is the best word 
processor I have ever used on 
the B bit Atari. You can see 
exactly where you are on the 
page, very handy when writing 
long documents, it also auto¬ 
matically puts your own 
address at the top of a tetter if 
you want it to. For the first time 
I actually feel like sitting down 
and writing some letters! 

I hope that many Atari users 
will support Micro miser via 
Computerhouse with this 
software, 

J-U. Bauch, 

Waiver ha m pton 


WHY I DIDN'T GO 

You asked for some feedback 
why fewer people turned up to 
the Atari Show at the end of 
June, so 1 felt obliged to give 
my excuse. The reason why 1 
failed to turn up was because 
PAGE 6 ATARI USER managed 
to dissuade me. A trip to Lon¬ 
don is difficult enough but to 
be told that the show was 
almost entirely 51 orientated 
put the nail in the coffin. 

Perhaps if PAGE 6 had concen¬ 
trated on the Show's B bit good 
points then t might have gone. 

NEW ATARI USER remains a 
brilliant magazine but would it 
be possible to print photos of 
all the PAGE 6 gang and contri¬ 
butors. So far I've seen John 
Sweeney, Mark Hutchinson and 
(.1 think) the late, great Garry 
Francis (is he still in Sydney?) 
both accepting the Page 6 Con¬ 
tributors Award, whatever hap¬ 
pened to that? 

If you print this letter I'd like 
to $oy J hell o' to Keith S, In 
Preston. 

F. Doughty 
Sleaford, Lines 

Sorry if we put you off going to 
die Show bur you should know by 
now that Page 6 doesn't believe in , 
ail this hype business , we would 
rather you get the true picture 
even if it is at times negative, Jo 
try and get folks along to the 
Show by emphastemy a very small 
part out of proportion would be 


wrong. Another problem is fhar rl 
is nof urtdlyoi! get in a Show that 
you find out just what is there 
and, although an(y a small part of 
the Show, there was 8 hit support 
and a lot of bargains to foe had if 
you hunted them out. Why not 
came along to the Alternative 
Micro Show? There will be Atari 8 
bit support there but, again, only 
as part of a larger show, '/he trou- 
bie is if you don't go the Atari 
exhibitors will decide it's not 
worth white and the Atari support 
wi'lf die. The future of 8 bit sup¬ 
port lies firmly with the users, you 
should try and show your suppuirt 
whenever the opportunity arises. 

As to the photos, how come you 
hove seen a photo of Garry Fran¬ 
cis, .since fVe never even seen 
one? And who gave him an award 
without us knowing about it? The 
chap you are thinking about is 
actually Paul Lay. WtrVe often 
thought about including photos of 
the contributors but most of them 
arc incredible shy. Still if there are 
any egos amongst the contribu¬ 
tors and we get any photos in 
plain brown envelopes , we'W put 
them in a future issue iRogue's 
Galiery?) 

BACK ISSUES 

1 am writing as an old Atari 
User fan who was a bit cautious 
at first of buying your superb 
magazine. Unfortunately as I 
hove missed issues 34 to 37 i 
hove great trouble in under¬ 
standing some of your articles. 
Why don't you offer a back 
issue service like Atari User 
used to do? 

Matthew Preston 
Winslow, Bucks 

But we do! Somewhere in this 
issue you will find full details of 
the back issues available and how 
fa get them. You probab/y read 
the issue in which we left out the 
back issues page in order to 
squeeze in another article. It 
wouldn't all fit In so rather than 
cut an article we dropped both the 
Back Issues page and Resource 
File. 
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XL/XE TYPE-IN 


SHIFT IT 

A MIND BOGGLING PUZZLE BY R. C. GOODFELLOW 


SHIFT IT 



^ CORlaECT 


then ENTER Listing 2. With Listing 1 loaded, just 
type ENTER "D:STRINGS. 1ST" or ENTER n C:’ and 
the two programs wil] merge. Now SAVE or CSAVE 
a copy of the merged program. Once the final 
combined program has been saved the two origin¬ 
al listings and the 'strings' listing ore no longer 
required and may be deleted. 

PLAYING SHIFT IT 

When you type RUN there will be a very short 
delay and the title screen will be displayed. At the 
bottom yon will see the picture you will be trying 
to solve, (once it has been shuffled!). If you do not 
like it press the space bar and it will change to 
another one. There are four puzzles and three 
levels of difficulty of picture. The puzzles and their 
'relative' difficulty are as follows, 1 is the easiest 


M dny moons ago a Professor Rubik unleashed onto an 
unsuspecting world that bugbear of man, the Rubiks 
Cube, und so man's mind turned to jelly trying to 
figure it out. 

Now, for Atari owners, there is Shift It, a two dimen¬ 
sional sliding squares Rubiks style cube, that will once 
again send you running for the nearest brain care 
specialist, {Gag Halfrunt if available?). Not the most 
descriptive of descriptions but when you play it you'll 
get the idea. As (badly) stated it is cross between a 
sliding squares puzzle and the 'cube', but in two dimen¬ 
sions, There is a wrap-round effect, so that if you move 
the first column up, the lop square becomes the bottom 
square. 

Confused? Not surprising. Put simply if you like a 
puzzle then you'll probably enjoy Shift It. 

TYPING IT IN 

fust type in Listing 1 and save it to disk or cassette. 
TYPO 3 will help with all those control codes from line 
10000 onwards but if the thought of all those control 
characters horrifies you can skip these and type in 
Listing 2 instead. 

If you want to take the easy way you still need to type 
in listing 1 but stop when you come to line lOGOO. Now 
SAVE or CSAVE the listing so far to disk or cassette, type 
NEW and then type in Listing 2. Listing 2, when com¬ 
plete should also be 5AVEd or CSAVEd for safety's sake. 
Now get a spare tape or disk ready and RUN Listing 2. 
This will create a listed version of lines 1.0000 onwards 
on disk or tape. 

Next stage is to LOAD or CLOAD Listing 1 and 
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Letters A - P Level 1 

Numbers 1 - 16 Level 1 

The Fuji symbol, level 2 

Page 6 Level 3 

Page 6 is the hardest because it has the most Tiddly bits' in it 
and it also has a space just to make things more awkward. 

You can set the number of shuffles your chosen puzzle will 
receive by pressing a key from 1 to 9. Pressing 1 will only shuffle 
the puzzle 5 limes, while 9 will shuffle it 45 times. These are 
random shuffles and so can leave it in pretty much the same 
condition as when it started, though 45 shuffles should deal with 
flukes like that. 

When you have chosen your puzzle and the difficulty level, 
press the START key or press the joystick button and you will be 
transported to the actual game screen, and the shuffles will 
begin. On the left hand side of the screen is what the finished 
puzzle should look like and the one on the right is the puzzle 
you have to solve. On the screen will be an arrow, this is your 
cursor. Moving the joystick will make the cursor move. The 
control of this can be a little tricky at first but it will soon become 
natural. To 'slide' a row or column along move the cursor into 
position with the arrow pointing in the direction of the 'slide' 
and press fire, the squares will then move in that direction one 
place. You just continue this sliding until it's finished. From now 
on it's up to you. 

If you find the puzzle too difficult to complete and you want 
to try a different one, press the ESCape key and you will be 
dumped back at the title screen. 

I hope that you find SHIFT IT to be an enjoyable challenge and 
that it does not destroy your brain too quickly! If any enterpris¬ 
ing person can retain his sanity and add a subroutine to solve 
the puzzle when you get stuck instead of the drastic 'I quit 
solution please send me a copy as 1 would be most interested to 
amend the program. 








SHIFT ITus.ingl 


El 1 RIM N y H H M H E EMM ********* ft 


* 11014*4 * I 1 n $ ? RETURN 



RP 2 REM » SH Hr IT * 


FA 570 HIM - 



RO 3 REM * |>Y * 


60 580 REM Cj’lWUi 



KK 4 fifh * R,C, GOOrtfPlIfltt W 


EE 6 90 REM --- 



YZ 5 REM * C Utili'pnlt IVtt* * 


60 » 1 1 S - A S ( C 01 p C OT J 



ED 6 REM M--’- * 


RJ 810 FOR T=1 TO 3 



: NK 7 (if M *» NF W A(ARI USER OttObOf 09 « 


HH 670 T2S " AS(COL*1*4 * COL *f*4 3 



EP O REM K*NHftJiHHMNh>t*MNwWHftft jHHHHHrtrirtHW 


DY 630 AS (COL+(T- 13*4,€0L+ CT -1J44)-T2S 



NO S REM 


KK 640 NFttt 1 





HU 650 AS 1C0L+12*COL +121=T1S:RETURN 



GB 90 OEM *1+1 4;V1M 1:tliJ-M*11« 


DP 660 RFM - 





CH 6 70 REM '10 TiIM 



SC 110 GOSUB 10000 


Df 680 REM --—- 



kf 120 REM llit* 


f»A 690 T1S-A5 tCOL+12 , CQL + 12J 



FI 1,30 RESTORE 140:FOR T-l FG 69:READ DiP 


ON 70 B FOB T— 3 TO 1 SIRP ~1 



OKE 15-35+T*D 1 NEKT T 


PJ 7 iff T2$-(lS. (C0L+cr-lJ*4, COL+<T-1 J*4 J 



KC 140 DATA 72,169,000,141.16.212,141,9,2 


ET 720 A$ £C0L + T»4, C01.+T*4)=T2$ 



±2,104,64*72,165,204,141,10, 212 H 14 L H *, 


KJ 7S& N£HT T 



Z12 


AN 749 AS(COL,COU=T1$:RETURN 



C« ISO DATA 169,255,141.13,208,141,14,200 


CO 750 POSITION OH til xCY 113 :? 06 j " S 11 ] RET il 



*169,40,141,0,2,165,6x141,1,2,104,64 


RH 



! *m 160 DATA 72,165,205,141,16,212,141,9,2 


DO 7 60 REM ■ --— 



12,169,0,141,13,208,141.14,266,169,11, 


IV 770 REM ttTTJ-1 iJMlliVIAj 



141 


DU 760 REM —...■"■ ■ ■ '» 



EE 170 DATA 0,2.169,6,141,1,2,104,64 


BE 7H0 ST“5TICK(0> :TR“STRIGC03 t IF 0Z = 0 TH 



Ufl 188 HEHl-PCEK (186) "12:, POKE 106,HEH1:Gfl 


EM GOSUB 75010Z=1:GOTO 030 



flPMICS 0 


AD 80S IF PEEK(7641=28 THEN GOTO 3S0 



UT 190 CHiHI-INT<NEHi/2Sfc3;CHILO-MEM1-2S6 


UZ fl!0 IF ST-15 THEM S10 



*CH±HI 


JC 828 POSITION CM (CP> , CY fCPI ! ? »6 i 11 “?G0 



HS 20& MEM2-PEEKi106>-12rPOKE ±06xMFH2;Gi* 


SUB 2130 



APHICS 0 


J9C 63 & POKE 77*0 



LR 210 CH2HI=TNT4MEM2/2E6):GM2L0-MEN2-256 


KT 840 IF ST=!3 OR $T-Xt THEN CP^CP+llIF 



*0H £M1:POKE 15 3S jME M2 


CP>lb THEN CP-1 



B5 220 U=liSRCADR< ATOIS) ,ADRCUCS) , CMEM±*2S 


AF 850 IF ST=14 OR ST=7 THEM CP“CP-i;3F C 



61*21 


P<i THEN CP-16 



06 230 U-USR tftDR CATOI$) , (SDR (UC£l , CMEM2*25 


C T 060 POSIT ION CH ICP3 , € Y 1C P3 : 2 »6 J M 





EL 878 IF CP <6 THEN CHAR »A5C f 





TH 880 IF CP>4 AND CP<9 THEN CtfAR—A5C t*‘! '* 



na 250 hem »4:» ft <-]«!/:! 


3 





HT 890 IF CP>8 AND CP<13 THEN CttAR=ASC C‘H 



DC 270 DIM A$£16J.CHECKS(16J,Tl£<41,T29(4 


4 *3 



3j til > PS 133 *CH1163 * CY1163 


MU 300 IF CP>JL2 THEN CHAR = 34 



MT 200 RESTORE ZSOiFOR T = 1 TO 16:READ ft * B 


UU S10 IF TR = 0 THEM POSITION CKCCP3 .CVCCP 



i CHITS “A-1SCYCT3-0 + 1; NEKT T 


3 i 7 B6 j lp " : GOSUB 070: IF A* = CHECK$ THEN 



PI 290 DAT ft 11,5x11*4x11x3,11,2x12*1,13,1 


GOSUB 2150:GOTO 300 



x14 * 1* 15*1 * 16, Z*16 * 3*16* 4„16* 5 * 15,6*14 


Pit ^20 POSITION CM 1CPJ * CY IQPl : ? «0 ! GHRi tC 



*6*13*6,12 * 6 


MORI 



ZZ 300 GRAPHICS 22 POKE 5 3 248.0:POKE 53249 


RM S30 GOTO 750 



*0:GOSUB 1870 


FY 040 REM - ' ' 



UK 3,1.0 If STR1G CO 3 “0 THEN 310 


which houe? 



BD 320 CP=± 


GC S60 OEM - 



SV 336 GOSUB 1500 


HC 970 IF CHAR-A5C THEN GOSUB 2270! R 



QJ 340 FOR 0 = 1 TO DIFF*5 


OH=3-C12-CPJiGOSUB 4B0 



FH 356 M-IMT ( RND ( 13 *4 J +1 :«OH-INT 1 RND ( 03*3 


EH 980 IF CHAR = ASC t M S fP 3 THEN GOSUB 227® :R 



3 : COt-INT tRNI> 103*43 *1 


OW-4-CP:GOSUB 540 



JR 360 IF H=1 THEM GOSUB 400 


RS 990 IF CHAR=34 THEN GOSUB 227OiCQL=±7- 



FN 370 IF M=2 £ HEN GOSfIB 660 


CP:GOSUB 600 



NH 380 IF H=3 THEM GOSUB 690 


HA 1000 IF CHAR-ASC 1" f B, 3 THEM GOSUB 2270: 



IG 390 IF H-4 THEN GOSUB 540 


C0L=CP"4iGOSUB 630 



LA 4O0 GOSUB 1720;GOSUB 2110:GOSUB 1060 


PH 1010 SOUND 0,10*0,10;GOSUB 1720:SOUND 



zp 410 POSITION 2*10:7 tt6; ’’Shuffles Left 


0,0,0,0:GOSUB 1050:GOSUB 2278 



**1 1DIFF*53-Rx u “ 





JA 420 NEKT 0 


fi 1G30 oem rerrernEiiara=r:T»T4riiVM m 



EH 430 POSITION 2,10:? fcS; *■ 


TO 1040 RErt —-4—4— 



ii 


UR 1050 C SUM-0:FOR T=± TO 16 



RU 440 GOTO 790 


CJ 1060 IF A$(T,T1“CHECKS<T,T9 THEN CSUM- 



PL 460 PEN ——— 


CSUM+1 



UF 460 REM 


HR 1O70 NEKT T!PS=STR$<INT1C5UHW6,25J1 



OP 4 70 REM -■ M- ■- 


Ml 1BB0 POSITION 3*31? «6 J 11 14 



NE 480 T±S=A$IR0H»4+1,RQW*4+1> 


GN 1090 1= 2i1 = 1-ILENCP9>>1>-(LEN(PSJ>2i 



VW 490 A$(UOH»4*l,ROH*4+3J~fi$(H0H*4+2,ROM 


MU 110O POSITION 3 + 1,9:? t*6,- P$ : RETURN 



*4*41 





KJ 500 A6CROW»4+4,R0H*4+4>“T15:RETURN 


VU 112 0 REM 



HA 510 REM 1 ■ » ■ - 





RH 520 REM KIMMlUiflUl 


EE 1140 POSITION 2.9 r? tt h; ■'■[*1 Trf;T:11*1 ^TWr>n 





ar 4 



RZ 540 Ti£=4$fR0l*M4 + 4,R<lM*4+<O 


VL ±150 POSITION 2,10:? *6?"try a differ* 



PF 550 T25-ASCR0H*4+1.R0HK4+31 


fit** 



TP 560 A$tR0«*4(Z, R0HK4 + 4) -T2S ! A9 LR0l*P+4+± 


LP 1160 POSITION 6,11:? »6:'>cm* now ..”:go 

Jf 

1 ___ 
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SHIFT IT Listing 1 


sue zjstu 

1 I 7tt fUTIJUN 
I1S0 HEM — 


HtM WTOPld 
REM 


WEfBEBSivamw. i 


fl$:. l, MecraEFGriI JKl Mncst> fck : CH F C K $ “fl £ 
1ZZ0 U-USHtfl&PiflTOiSl- jflDR S F U JI$1 * CMtM? 
*£563 +264,J.3 
1236 RETURN 

RE M --—--- 

rem 

u £M --—-— 

ASH"A6CDEFGH1 JKLMN6Jf* iH 3 €U£CK$-OS 

CM£M2 


1240 
1250 
1260 
1220 

1230 U = USR tADP CATOlS) , ADR INUMBS) 


WZS614264,13 
1290 RETURN 

13®0 REM - 

13A0 REH 
132& REM 


flS-*^BCDef9hi ikiBEMa 1 ^ CHE C K $ - fi$ 

QH 1340 U = USRCftPft <AT0l£S , AOR^AGEeSJ . CMEH 
2*2561+264,13 

135 0 FOR T —1 T O 18:POKE 2 04 t MEM2 ;FO^E 
2 03 t OSNE KT T 
1360 RETURN 

REM - 


YD 


1370 

1300 

1330 

1460 


rEM 

REH —-—-" 


A£- #, ABCD£FGHI JKLHNOP** ! CHECKS = fl$ 

KM 1410 U-USfi tflDRC0TOlS> f ADR tUO$J , CMEM2*2 
563,2) 

1420 RETURN 

1430 REM . 


REM ■BiEEIKE 
REPI ' "™ 

POKE 54286,192 


TO T IT L 


mi 


1470 POSITION 7,8:? *16; A$«l,4i :POSITI0 
pi 7,?:? ng: as is, bj:position 7,10:7 J»6: 
0$ 10,1ZJ I POSITION 7,11:7 ttG;A$<13,A6J 
1480 RETURN 

1490 REH •'- -—— 

1508 REM 
1510 REM - 

152ft GRAPHICS IBiPOKE 54236,0 

153B DL=PEEK1550J *PEEK<5611*256 ! POKE 7 

56,MEMl 

1548 POKE DL+6,135 
1550 POSITION 5,01? «&; 


sh i ft it 


PICNUM=1 

FICNUM3Z 

PICNUH-3 

P3CNUM-4 


THEN 

THEN 

THEM 

THEM 


GO SUB 
GOSUB 
GOSU& 
GO SUB 
17 70 


DH 


BT 


OR 


Q B 


1600 GO SUB 17Z0:G05UB 
1610 FOR T=!3 TO 16SPONE DL + T >6!NEXT f 
1*20 POKE DL+12,13 ^sP0KE 204,MEMZ:POKE 
205,HEM1 

1630 POSITION 3,5T? H6j"100K CORRECT” 
1640 POKE 51Z j1!5 POKE 513,6:POME 54266 

j 

1650 FOP T —1 TO E POKE £04,MEM£!POKE 
206 *MEH1:NEHT T 

1660 POKE 704j240:POKE 705,Z40sPOKE 53 
246,136:POKE 53256,3:POKE 623,4+32 

1670 POKE 5324 0 p 7 2: POKE 5 3215 7,3: POKE 5 
3261,O;POKE 53262,0 

1671 POKE 710,14 
1660 RETURN 
1690 REM — 

1700 REM ®TiTTF 
1710 REH -*-- - 

1770 POSITION 11 * 3 f 7 06;05tl,41 ;POSXTX 
ON 11.4:^ 06:A5t5,63 1 POSITION ll,5!? » 
6; AS *9.123 : POSITION 11,6:7 tt6;AST13.16 
3 

1730 RETURN 

1740 REM ——“ 

1750 hem iasaKSiiiUQ^Biii 

1760 HEM -—--- _ 

1770 POSITION 3.3:? 06 i CHECKS tl P 43 5 POS 


ITIOM 3.4:? «6 : CHLCK££5 . &3 
PD 1/flO POSH ION 3,5:? 06 : CHECKS (5 . I 23 i PO 
SITION 3,6;? life : CHECK 5 <13.163 
BO 17 90 RE 1 URN 

KH 1600 HI M ----- 

CO 1610 REM 
KS 1620 REM 

flL 1630 "Shift i t ia : PICMUH-1 

Hfi lfl40 GRAPHICS Z#16:P0KE 7l£.206:POKE 7 

10,237:POKE 756,MEM1:POKE 711.66:POKE 
70fl<120 

3 0 laSO OL=PEEK £5603+PEEK <5613 MZ56 i POKE 0 

L+X2, IK SPOKE 15 3 0.MEM2 
AK 1360 POKE 512,0:P0K£ 513.6 
JC 1879 POSITION 6,0: FOR C-l TO t-EH SflSJ 
EO 1880 ? H6lA$lC,CJirtOSUO 2270:GOSUB 22 

98 

05 1090 NEXT C 

MB I SOP POSITION 6,1!? Ob j "-—-■■: G&5U 

B 2110:GOSUB 2290 _ 

KO 1918 POSITION 3,2:? *18 i"'[ilim'UllIii SSlllI 
>■ ; GOSUB 2110: GOSUB 2290 
ZS 1920 POSITION 2,4:7 »6 1 "OIFFICULTVtl“9 
J i" : GO SUB 2118 : CiOSUB 22 90 
gH 1930 POSITION 5,6:7 «8;■ ■SnFH3CFI3":P0s 

T»*i GO s 


ITIQN 1,7:? «6;"l 
OB 2118:GO SUB 22SO 

00 1S40 GOSUB I210:POKE 542B6,I 92 !GO5U0 1 
46B 

UP 19S0 CLOSE ttl I OPEN ttl., 4,8, ‘‘K ( H • DIPF-l l 
BZ = 8 

BS 1960 POKE 559.34:POKE 764.255 
jrj 197B IF STRIG16J=0 THEN RETURN 
ZK 1986 IF PEEK <53279J-6 THEN RETURN 
IJ 1990 IF PEEK 17641=255 THEN 1976 
UR 2000 GET HI, PiT$=CHRS1A) 

EH 2910 IF a$=CHR$<155> THEN RETURN 
IG 2029 IF T$~“ M THEN POKE 559,O!PICNUM= 
PICHUH+1:IF PIC*UM"S THEN PICNUH-1 
HU 2030 IF T$=" " 0NO PIONUM^l THEN S05UB 
1210:GQ SUB 1460 

SR 2040 IF T9=*' “ AND PICNU«=2 THEN GOSUB 
1270 fGOSUB 1469 

OV 2058 IF T$ = " 11 AND PICNUM^S THEN GOSUB 
1330!GOSUB 1460 

MU 2060 IF T$=" (1 AND PICHUM=4 THEN GOSUB 
1400:GOSUB 1460 

Of 207B IF A> -49 AN9 AC-57 THEN POSITION 
18,4:7 1*6 : TS : DIFF=A-48 
UR 2080 GOTO I960 
50 2090 GOTO ZO90 ^ 

llj 2110 FOR T-15 TO 0 STEP -2 1 SOUND 1,5,8 
,TI SOUND 0,1O0,12,T:MEKT TiSOUND 0.0,0 
,0;SOUND 1,0,0,0:RETURN 

flV 2130 SOUND 1,289,12,10:GOSUB Z290:SOUN 

D 1, B ,0,0:RETURN_ 

QK 2140 REM KTHEUREGlMJa 5 !!!*!!* 

BK 2150 GOSUB 1149:FOR T=15 TO 5 STEP '1: 

SOUND 0 , 1Z1,10.T:NE«T T 
IN 2160 FOR T=i TO 10:NCHT T 
HA 2179 FOR T=15 TO 5 STEP -1:SOUND 1,60, 
10,T:NENT T 

JD 2180 FOR T-1 TO 10!HEKT T 

PU 2190 FOR T“lS> TO 5 STEP -1! SOUHP 2,29, 
18,TiRENT T 

XM 2200 FOR T=i TO lfliNEKT T 
HP 2218 FOP T=5 TO IS:SOUND 0,121,18,T:SO 
LI HP 1,60,10, Ti SOUND 2.29, 10 , T : NENT T 
LD 2220 FOR T-1 TO 50:NEKT T 
KM 2230 FOR F=0.5 TO 0.1 STEP -0.1 
Gl 2240 FOR T-5 TO 0 STEP -FI SOUND 0,28O, 
12, T: SOUND 1,243, lit, Ti>OUND 2,121,12, T 
'.POKE 1606, T*i5 + T JNENT T ! NEXT F 
AT 2250 RETURN 
Y ,i 2260 rem 

MV 2270 FOR T^iO TO O STEP -5:SOUND 8,T,1 
0,10:SOUND 1.0,19.10:NEHT T:SOUND 0,0, 
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O p 0 : ^ 0U N I> 1 f 0 , 0 , 0 : RE I URN 
JA 22 &IJ REM mmW-XM 

in 22 50 FOR DEL-i ID 1 :N E Hr DEL 1 RKTURM 

¥f> 2108 REM mma 

T.F 7318 RESTORE 2450-TEt2 

OR 2128 READ A,B,C 

TG IF A^-i THEN 23*0 

OD 2148 IF A- - 2 THEN 2410 

AY 2350 IF A”0 THEN FOR T“1 f0 iSOsftEHT I 
^RfcSiUHF :GOTO 212D 

CM 2360 FOR 1~L^ TO 0 STEP -T E;SOUND 8.0. 
i 0 j, T ; NEWT T 

LI 2370 FOR T=0 TO O STEP "TE;SOUND 1,0.1 
0 . T ISOUND 2,C,10,T:NEKT T 
tW 2 300 GOTO 232D 
PU 23*0 FOR T—1 TO 3:REAR A 

HR 2400 FOR Y=1S TO 8 STEP -TE^SOUMD 8 , A . 

ldjY:KENT Y:WENT T:GOTO 2320 
IJ 2410 FOR Y— 1 TO 2:READ ^,6,0 
UF 2420 FOR T = 15 TO 0 STEP ~TE:SOUND 6, A, 
10,T:SOUND 1 f B, 10. T l SOUND- 2,C,10,T : NEK 


T T 

MB 2430 NEWT Y 

00 2440 READ A,B,C;FDR T“10 TO © STEP -8, 
25:SOUND 0 f fl+T,18/T:SOUND 1,B + T,18,T 2 S 
BUND 2,C+ T ,10 > T:NEKT T:RETURN 
OH 2450 DATA 121,*6,01 
M2 2460 OAT A 16 2j- 1 00,61^-1^0,0 
OL 2470 DATA 121,128.136 
TS 2488 DATA 144,*6,72 
01 24*0 DATA 121,*1,72 
NG 2500 DATA 162,106,81,-2,8,0 
ON 25L8 DATA 121,96,31 
BA 2520 DATA 162,108,81 
OT 2538 DATA 121 p 06.81 
BK 2548 DATA 8,0,0 
on 18008 rem KHBHiEIM 

MG 10010 DIM UC£t5l2» , PA££6£ £128) , FUJI* C£ 
263 , NUMBS £128 3 ,ATOIS £331 
OE 18028 Q 

U0 1MMH U H**L08*[aj**0d ****** 

**8D* vFEJpEF w *0 of |e 8 TtffTvr 1 

OD 10838 UCSE1013=" 0****||********** a***q 
¥| |*0 yTy nin^ X * V 8 p 8088TM*0 L*B *| IV VpIlB^J* w 
IlRH j |k v v jcliMSx **IH 4 * *# x E*EE* 

vv* 

HO 10840 UCS 12013 Z'^EI* J.pVVV0#Va*WV0«4'8 

*#■ J-8#8^ imM MM * #x!H-0V0«jfSTO 

ED” _ _ 

RZ 18850 UCS13013-”[3l*»ltHI39»VxEI3S3xVV[ag 

I i^v*i 18 bo el i*v" ■ p ■ tax vvcmaiEvvsaa^iivv 
wadil=3» *1Mfl * vv®EH33»»^EI3301 


sc 1086 8 ucs £4 013 -"ETOnaS^xOM!| k# v||a 0000 

«HM3lx **03336 0 v¥OEE»»I1»4(3I]0 003**038 0 

00**1|4 oaiw. ^ 0" 4* **0*044 /*fT>Lrt- 0^*48 

I ffl*«* 

OY 108 70 NUMBS i"t40^0ffte^ <***0 J*j|0*** 
£ < A V V V < 84 & v V V a £J-¥ffk4f V V *i$-k$J-* 
V1M-SH4 V¥VS ***^G3lP|J*** , bS" 

0Y 10875 Ni!HB$ U0^1 - n I 4f4 0,^r#4f/h t M Wf 
Eh . ivM JI 

YF 18080 NUMBS £181.1011-PHRS £343 

21 108*0 PAGE6* = "*||f f |*ra**<t f Mmw>#*Of>* 

*CI* t **KI* tMN \« . . h «H^TUIJ»TTU»tt#ff 

****■ ■ 1 v h* puiiuanmavvH i 


PU 10100 PAGE6£C101)-”**|**WB330**Bffin 

**GJC**EE*” 

TM 10110 FUJI *- ,a 03 G AF liJVVSSS S^BVOXllMlIlJg 

rbZbvlJw hi'H J ^ Blnffl B afflHHMB WCSHBS 
[£?S* MJ1II1 gW- 1 ^i>f:T:T;I J 4Ll^ITH113► > V .f 6^" 
IR 18120 FUJI? £1013- , -6>6VvCSc t fgf«k *23111* 

IG 101S0 AT0I$ = ”HHa£haih?|yhSI)hHai^O!ftT® 

rEHnaa* tf 

DO 10148 RETURN 


SHIFT IT 


Listing 2 


8 K ±0 REM P -—-, 

01 20 REM | Shift it iU'im Maker I 

MP 38 REM | by R . C . Guudfel lour | 

NI 48 REM I n | 

r* 50 REM F VUtili^oft | 

DJ 60 REM | 1500 | 

BY 70 REM I- . t .mn . ■■ I ,m , II »u , u»m„.^.J 

PO OO GRAPHICS 0 r l> I M F$ (15? : POKE 710 H 0:PD 
Kt 70? P I0 

00 *0 ? 11 £D) 15 k or fClasseTTe?"; IOPEN tti, 
4 ,e , "K Z M * : GET SI, A 2 CLOSE SI 
AF 108 IF A-50 THEN FS^ P D : STRINGS.. LS T « 

IW 110 IF A = 67 THEM FS-'Xi 11 

00 120 ? "NllllfCREATIMG STRINGS 0N DISKf 
it-■€■ (- p 1 ■ ; n= A367 THEN ? ^CASSETTE” 

ON 130 7 ; OPEN m,O a 0,F5 

RL 140 ? Sl; M L080O REM i^fMrH 

feitf:rCIEW » 

DH 158 ? til ; "10010 DIM UCSC5L23 . PAGE &SC12 
B3 , FUJl$ £1281 , NUMB* C1283 , ATDI* 1331^ 

MM 160 ? SlJ"i0020 UC$= M ;CHR$C34>j 
NH 170 FOR T —1 TO 108 i READ D * ? SI; CHAS CD3 
;iNEHT T;? SI 

TC 100 * St; ,i lU030 UCS £1013 = ,T ; CHRS £341 ; 

NO 158 FOR Tri TO 100:READ D ? ? Sl;CHR$tD3 
;;NEKT T:? si 

TH 280 ? Si ; 11 1084 8 U0$ tt 013 j CHR$ C343 ? 

N0 210 FOR T = 1 TO lOO^READ D i ? SI ; CHIt$ CD) 

;iNEKT T:? #1 

U J 220 ? Hl; IK 10050 UC£ £3813CHR£ £34) ; 

NF 230 FOR T^l TO 10O ! READ D ! ? fU;eHR£(!>! 
; ;NEHT TJ 2 SI 

HH 240 ? Ml; ”10060 UC$£48l>= ll ;CMRSC343 l 
PH 2&Q FOR T = 1 TO 114 T READ D;? ttl;CHR*£D3 
; LNEKT T i7 81 

yx 260 READ D I IF DO“i THEN ? "UPPER CASE 
DATA MISSING”;STOP 

am 276 ? Sli^lBOZO HUMBS-”;CHR$£ 34 ); 

HP 200 FOR T — 1 TO lOO S READ 0^ SliCHft$TDl 
;:NEKT T:7 SI 

OB 2*0 READ D;7 Sli ,i i0O?5 NtlM&$ Cl 82 > ="; CH 
R$ f343 i 

00 300 FOR Til TO 27 t READ DT? Sl!CHpS£03; 

;NEKT Is? SI 

JH 310 7 Si; "10000 NUMBS 1101,1813 =CHRS <34 
3” 

OP 328 READ & sIF D<)-1 THEN ? "PAGE 6 DATA 
MISSING 11 £ STOP 

FQ 3^0 7 Si;"100*0 PAGL6S;CHRS£34Jj 
NX 340 FOR T^l TO lOOzitEAD D:? SI ; CHRS CD3 
2 : NEWT T;? Si 

HO 358 7 SI J "10108 PAGE0Sfl01)="j CHA$C34l 

fl> 

i 

PT 360 FOR T —1 TD 48 ; READ 0;^ Sl;CHRStD3; 

:NEKT Tt? SI 

OZ 370 HE AD D ; IF DO 1 THEN 7 "PAGES DATA 
MISSING 11 ; STOP 

HO TAG 7 SlJ ”18110 F£JJI$~ ip ;CHRS £341 ; 

MS 358 FOR T-l TO 100 ; READ D:t SI i CtiR* £ D3 
; : NEKT Ti? 81 

TZ 4O0 ? Ml ; ”10120 FUJI* 11013 = ,, ;CHRS £34) J 
PK 410 FOR T “ 1 TO 28 : READ Ds? Sl;CHR^£D)j 
:NEHT T S 7 MI 

00 428 READ &!IF D<>~1 THEN ? "PAGE 6 DATA 

missing” t Stop 

KB 430 7 Si;”18130 AT0IS=" 5 CHRS£341 } 

WZ 440 FOR T=1 TO 33;READ D;7 81;CHR$£DI; 

1NEHT T:? SI 
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SHIFT IT Listing 2 


|IL IbO t ^T . 

ML 460 CLOSE »t! ? '‘5TRIHC5 CREATED" ’ ? "Ht 
BCE THEM WITH THE MAIM PROGRAM ."■EHO 
ux 4 70 re.m 
FA DATA 

HP 490 DATA 0,16*16*16.16,84*56,16 

OK 600 DATA 1,6,56,84, ±6* ±° ■ 1° ' ® 

y0 510 DATA 0,32,64,255.64*32.0,0 

JT 520 DATA 0,4,2.255,2,4.0*0 
LD 530 DATA 76,216,40,96,196,140,0*0 
OB 540 DATA 56.100,56,00,220,200,118,0 
ZH 550 DATA 24,24,24,0,0,0*5,° 

5P 560 DATA 14,24,16.15,24,14,0,0 
51 570 DATA 224,40,16*16,40.224,0,0 
BK 500 DATA 135*216,112*216,136*0,0*° 

E5 500 DATA 40,48.252.48,40,0,0*0 
TE 600 DATA 0,0,0*0*32,48*96,0 
YJ 610 DATA 0,0,252,0*0*0*0*° 

IN 620 DATA 0,0,0,0,40*16*0*0 
MY 630 DATA 0,48,0*252.0,40,0,0 
JU 640 DATA 120,204,212,220.196,1Z0,8.0 
TR 650 DATA 40,112,40,48.46,40*0,0 
| 5J 668 DATA 56,76,24.48*90*252,0*0 

YU 670 DATA 112,15Z,4S*24,140,120,0,« 

ZR 660 DATA 192,192.Z16.216,252,24,8.0 
CL 690 DATA 252,192*246.4*132,120,0,0 
IT 700 DATA 120,192,248,228,106,120.0,0 
KF 71° DATA 252,4*6*48,96*96,0,0 
LO 72© DATA 128,228,120.228.196,120,0,0 
WU 736 DATA 120,228,124*1Z,24,112,0*8 
QD 7*0 DATA 0,48,16*0,40,16.0,0 
HK 750 DATA 0,48,16,0,16,46*98,0 
JV 760 DATA 12,24,48,96,48,8,4,0 
CD 77® DATA B,126,8.0>126,8,0,» 

MX 78® DATA 48,24,1Z,6,12,16,32.0 
C5 790 DATA 1Z0*132* 24,40,0*48,0*0 

BZ 8®0 DATA 120*204,220*220*192*124.8,0 

MB 81® DATA 40,120*228*196,252*196*0,0 
j ML 020 DATA 248.220.248*228.196*248,8,0 
SJ 830 DATA 120.228,192,192*196,120.8,8 
' m 84® DATA 240*232,196,196*200,240,0,0 
TH 850 DATA 252,224,248*224,192*252.8,0 
XJ 660 DATA 252*224*240.224,192,192*0,0 
HK 876 DATA 120,228,192,204*196*120*8*0 
Ot 888 DATA 196,198,252,228*196.196,8*0 
AQ 89® DATA 252,56.40,48,48,252.0*0 
ZW 986 DATA 12,12,12*12.156,120*0*0 
NC 910 DATA 200*200,224,208,200.196,8,0 
1 UfJ 928 DATA 192.192*192,192,224*252*0*0 
HE 930 DATA 198,234*242,194,194,194*0,0 
2ft 94® DATA 196,190.228,212,204,196,0*8 
21 950 DATA 120,228,196,196,196.120*®*° 
JC 960 DATA 248,228,196,248,192*192,8,0 
AT 970 DATA 128,228,196*196,208*108,0.0 
AC 980 DATA 240,228.196,248,208,284,0.8 
RK 990 DATA 128.224,120*4*132.120,8,0 
CD 1008 DATA 252.56,48,40,40j48,0.® 

8N 1018 DATA 196,196,196,196.204,120,0.0 
KO 102® DATA ±96,196,196,196,104,48,8.0 
TP 1830 DATA 194,194*218,234,234,198,0*0 
HB 1048 DATA 196,280,48*48,208.196,0,® 
1050 DATA 196,196,56,48,48.40*0.® 

00 1060 DATA 252,16,32,64*192*252,8*0 

01 1070 DATA 15,24.12,48,12,24*15*0 

IG 1B80 DATA 0.64.96,48,24,12.6*0 
py 1890 DATA 248 , 24*48 , 12,40,24 , 240,0 
00 110® DATA 16,S6.124.214,16*16,16,0 

OG 1110 DATA 25S,0,8,8,B,8,0*8* "l_ 


02 1128 RE« 

DD 1130 DATA 0,16,48,16,16,56.0,0 

PB 1140 DATA 0,56,4,24.32,60.6,0 

ZO 1150 DATA 6,48*0*16.8,48*8,0 

OC 1160 DATA 0,32,32*40*60*6,0,0 

DD 1170 DATA 0.60,32,56.4,56,0.0 

XT 1160 DATA 0*32.32*66,36*24*0,0 

RH 1190 DATA 0*120,8*16,32*32*0*0 

MJ 1200 DATA 0*24*36*24,36,24*0.0 

OS 1210 DATA 0,24,36*28*4*4.0*0 

IR 1220 DATA 0*36*106,42*42,116*0*0 

QM 1230 DATA 0*36,100*36.36*126 * 0,0 

YM 124® DATA 8,92,194,76,B®,254,B*6 

JO 1250 DATA 0,44*98*36,34.124*0*8 

HH 1268 DATA 0.40,104,42.47,11**0*0 

NF 1278 DATA 8*47*104.46*33*126,0,0 

13 1200 DATA 0*48.184* *6,41*118* e ,®*" 1 

JO 1290 REM mi 

OJ 1308 DATA 8.252.162.102=- *** ,96*240,® 

6F 1318 DATA 0,60,126*102,182.126,231,0 
j DP 1320 DATA 0,62,96,96,111,102*62.0 
MP 1330 DATA 0,254*96,124*86*96,254,0 
XF 134® DATA 0,0*3*7*15,15,15,15 
HP 135® DATA fl,255,255,255,192,128 * I 92 * 25 
5 

CH 136® DATA 0,254,255,254*0,0*0,255 
A® 137® DATA 8.O,0.8*0,0*°* 0 
AE 1380 DATA 15,15,15*15*15,7,3,0 
DX 1398 DATA 255,192* 128* 0* 128,1^2'255,25 

5 

H5 1400 DATA 255*3 * 1.** 1* 3 * 255 * 255 
AY 1*10 DATA 192 , 224 , 240,2*0. 240 ' 224,192* 

0 

DK 1*2® DATA 0*1* 3,1* 0,0* 1*® 

OH 143® DATA 0,231,3,227,51*51*231*0 
OH 1448 DATA 0*217,153,143,143,153,217,® 

■ c® 145® DATA 8*128,128 *8*0*128*128*8 .-1 
PC 146® REM M-.TJ*1 i W 'f UM llLlnl* 

®K 147® DATA 230*41*71*65* 7®,8,255,8 

HY 1488 DATA 0.115,115,116,115,2*3*243,24 

3 

LP 1496 DATA 0*206,285,206*206*207,207,20 

7 

OJ ±560 DATA 103,145,98,146„9®,o,255,0 
I LZ 151® DATA 0*1,1*1 * 3,3,3*3 

YJ 152® DATA 243,227*227,227,195.195,195, 

195 

RE 153D DATA 207,199,199*199*195,195,195, 

195 

CH 15*8 DATA 0,128.126.120.192,192*192,19 

2 

BH 1550 DATA 7,31,127,255*255,255,254,124 
US 1569 DATA 195,131*131*131,3*3,3,3 
PY 1570 DATA 195*193,193*193*192,192,192, 

192 

EO 1580 DATA 224*248,254 * 255,255#255,127, 
62 

MX 1590 DATA 0,9*20,54*54,62,54,0 
ID 1600 DATA 0*249.99,102,102,103,102,0 
MO 1610 DATA 0,15,141,205,207,205,205,® 

I ZE 1620 DATA 8*66,152.152,24,162,188,8.-1 
BI 1630 REM 

j UC 1648 DATA 104,104,133.205,104*133*284* 

104 * ±13 * 207,104,133 

i SZ 1658 DATA 206.184,104,170,160,0.177,20 

4,145,206.136.208 

ZO 1660 DATA 249,230,2®5.236,207,202,208, 
242,96 * 
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DISK 

BONUS 



»4incUiust 

.Soft 



ware 


presents 

1. PAINTBOARD 
2. NETWORK & KING'S PERIL 
3. COUNTER-SLOT 


1. Paintboard has many powerful features which are supported by Sts 
30 commands. Commands include zoom, fill, colour, line, box, cirde, 
airbrush, pen., load r save, gallery etc. Supplied on TDK cassette with 
demo pictures and utility programs 

2. The Network & Kings Peril am twu separate puzzles which will keep 
you busy For hours I (A knowledge of chess useful with the King's 
Peril) 

3. Counter- Slat is a "simple to understand but difficult to solve' puzzle. 
It will probably drive you mad while trying to solve it. 


PAINTBOARD PACKAGE £2 99 

NETWORK & KING S PERIL £1.99 

COUNTER-SLOT £2.99 


NEW 

LOWER 

PRICES! 


All programs run on any Atari, except ST, with at least 
Prices include.- postage and packaging 
Make cheques/PCTs payable to Amethyst Software and send 
with your address to 

AMETHYST SOFTWARE 

3 Oban Avenue, De La Pole Avenue, Anlaby Road, 
Hull, North Humberside HU3 6$B 


ST ACCESSORY PACK 

THE IDEAL GIFT 

Superbly packaged, top quality accessory pack 
for new ST owners or old hands - the ideal present 
All the accessories the ST owners might need in one neat 
gift package. Comprises modular DISK BOX to hold up to 
150 disks, top quality MOUSE MAT. JOYSTICK 
EXTENDERS, MOUSE HOLDER and DISK HOLDER 

Recommended Price £39.95 

OUR SPECIAL PRICE £30 

Post and packing free (UK only) 

Send cheque or P.O. or quote AccessVisa number to 
PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 



SCANDISC 


Failures include: Disc 

Disc SflCldr Cd Inr Disc 


XL-XE DISC 


ii*r. Bad-Sador crtfiDr. Tape in disc cnpur, tilw t» npp cifinr. Tapa Id Taps Cc*wr 

InppQir. {Urn# Menu S^ICuTi Efeffl bn pul up In l«n ;imrs ;■ rd& dl&E 1 AtflBbBBl Ci-sseTlu 
mb^dr llial itiakai any Basic. lap* pugr-am jnlo B tiDBlIuad wrtiun, pin much mura i Mull Ml ik dlK -at an 
ifhbniBN’Jli r d'itt - works cut at Inss Ihgn £2 «■ prBBiam! 

THE ALCHEMIST XUXE DISC 


TranfflBra single and mulhxlaq* CBmm&rclSl games Id blank duel Fpf; Inr iTialP «ar J*4 dVBt again! 

KAS&KQPY XL.XE TAPE ES.S5 


Cupms cnmmiiTial usiiflD DBITiai fcS DidinBnr blank cassalEK and iHPlurM i TurtUSBiB ['Iliim Mai enables -nur 

... - . .. - ■ - - - "s! flap friluris an Edflgr HjntfiDn Ihat \m y^j OHIHWf t.vd MQQiFY 

seulur adilur, allnw nc yci In had mlQ AhanlUEB Bud Arcade qamas 
•irflal lun Innr QFA\ sfcasirtf aniSp. Mo dufef iff 

XLXE DISC £14. 95 


., J , , r r .. . _____ii tinur 

£dplud lupus Ip Inad Ig^lBr Ihsn Ihd ftflgittb! fc-SB taluras an Edrlpr1iin«ion mt,Ml m EXAMME ttot mfriFY 
qanrrt tapes. The ulll tp pdilarms : ika B 'list suulur adilur, alluwn ~ 
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GRIDWARS 

by Ross McNaughton 



Fast and furious action 
created with Broderbund’s 
ARCADE MACHINE 


It's MoncJay mom tug again and the stnrt of another week's 
hunting on the Grid. Wearily you take to the controls of your 
fleet of remote controlled blastships and try to think only of 
the profits. All the rules say you should hunt in pairs but the 
greater danger of going it alone is offset by the higher gain. 
Your main targets are the giant Phase Spiders, worth Op to a 
massive 200 credits, but they ore not the only creatures on the 
Grid, nor are they the most dangerous. Only by clearing the 
grid of everything, from the harmless Crawlers and Go-Worms 
to the deadly Spinners, Mines and Hive Rombers r can you hope 
to succeed. 

Go to it young man, the work needs to be done and without 
those Credits life is going to be dull indeed. Ail you need to 
take along is your joystick, it'll all come back as the adrenalin 
starts to flow. 


GRIDWARS was created with THE ARCADE MACHINE published by 
0 'roderbund, a program that enables lap quality arcade games to 
be created quite simply and with very little programming knowledge. 
Sadly it is rto longer available commercially hut there must be a 
number of Atari owners who have a copy. Any more programs out 
there waiting to be included as a future NEW ATARI USER DISK 
BONUS? 


GRIDWARS is available u$ the BONUS on this Issue's disk, 
Disk subscribers will have received their copy already but 
: the disk is available separately for just £2.95. Send a 
cheque or Postal Order with a written order to PAGE 6, 
P.O, Box 54, Stafford, ST 16 1DR or use the order form on 
page 49; 
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REVIEW 



I can hardly believe itE Hot on the heels of Page Marshal 
(reviewed last issue) we have another 5-bit desktop pub¬ 
lishing package! This one, known as News Station, hails 
from the USA and is now being imported into the UK by Callisto 
Computers. 

The package contains one single-sided 5,25" disk and a crudely 
presented corner stapled instruction booklet. I can't understand 
why they didn't use News Station to produce a decent looking 
instruction manual, as the one supplied isn't much of an advert 
for a desktop publishing program. 

News Station is designed for producing high quality posters, 
signs., brochures, adverts, news ^heets ( and similar documents. To 
run it you'll need an 8-bit machine with at least 45K memory, a 
disk drive, an Atari 850 printer interface (or equivalent), and a 
graphics capable dot matrix printer. Drivers are supplied for 
several popular printers, including Epson. RXBO and MX80 land 
compatibles), Star/Gemini SG10 and 10X, NEC Pro Writer, and 
the Atari XMM-801 (which doesn't need an interface). Other 
printers may be supported by building a custom driver using the 
utility program supplied. 

The disk contains two main programs, known as The Plate 
Editor and The Press, The Plate Editor provides facilities for 
composing and editing a screenful of text and graphics (known 
as a 'plate'), while The Press handles the printing function. Six 
font files are also supplied, so you can print your text in different 
styles. This is rather miserly compared to the 30-1- fonts provided 
with Page Marshal. There are no sample documents either, so 
you have to learn by building your own from scratch. 

News Station's only unit of printed output is the page, which 
consists of eight 'plates' (two across by four down the page), each 
of which must be composed using the Plate Editor. A plate may 
be reused within a page, and blank plates employed if you want 
to leave part of your page unused, so you don't need to compose 
eight unique plates before you can print. You can only ever view 
one plate at a time, making the lining up of text or graphics 
across plate boundaries a real pain. It's therefore essential to 
accurately sketch the page design on square ruled paper before¬ 
hand, so you know where the boundaries fall. 

PLATE EDITING 

The Plate Editor screen is divided into two parts. The top area 
measures 320 x 152 pixels (40 x 19 characters) and represents 
the plate, while the bottom holds three lines of status and option 
selection data. Commands are entered directly from the 
keyboard mainly as CTRL/'key combinations, as there are no 
menus. 

The editor operates in two modes, text or graphics, and by 
hipping between them you can work cither at the character or 
pixel level. Text mode allows you to key in any standard 
keyboard character or the Atari's special graphics characters. The 
keyboard must be in UPPER CASE for the latter to work, a point 
not mentioned in the instructions. 

The editor can use the standard Atari font plus one alternate 
font at any given instant. A different alternate font may be 
loaded from disk at any time, providing it's supplied as a 


John S Davison gets 
another chance to try a 
desk top publishing 
program for the XL/XE 
and finds a very 
impressive package 


standard 9 sector font file. Once text has been placed on the 
plate using a particular font it remains unaffected by subsequent 
loading of other fonts. This gives you freedom to use as many 
different fonts as you wish within a plate. 

There's no font editor provided, so you can only change the 
supplied fonts or build new ones via a separate program. Font 
editors together with ready made fonts are often available from 
public domain software libraries. Indeed there is an excellent one 
with a few fonts in the PAGE 6 Library on Disk #20 and several 
fonts can t>e taken off of the PAGE 6 Issue disks. Incidentally, 
Page Marshal's fonts loaded into News Station without trouble. 
You're not just limited to standard size characters, as fonts may 
be used in 64 different sizes! This means you can pul big bold 
headlines at the top of your page, with detailed text in a smaller 
size underneath, however the simple font sealing method used 
makes the larger characters look rather biocky. 

Positioning of text is completely manual, there's no automatic 
centring, wordwrap, wordflow, justification, or other fancy fea¬ 
tures. Typing position is indicated by a flashing cursor, which 
moves as you type. Insert and Delete keys aren't supported, and 
there are no block manipulation facilities either, so text editing 
is somewhat basic and can be very time-consuming! 

Other facilities in text made allow you to set the left margin 
width, to micro-position your text by moving the cursor up or 
down in units of one scan line and to alter the spacing between 
lines of characters. ASCII files from a wordprocessor or text editor 
may also be loaded into a plate, and this worked OK with 
Atari Writer Plus files. However, no text line may be longer than 
40 characters, as excess characters ore lost. 

GRAPHICS TOO! 

This is where News Station scores over Page Marshal. It can also 
handle graphics in the form of Print Shop icons and standard 
62 sector picture files. 

One or mare Prim Shop icons can be loaded anywhere on the 
plate in any of three sizes, but again ! found the largest size 
tended to biockiness and also noticeably distorted the picture's 
proportions. Icons can be easily loaded from Print Shop icon 
library disks, but not directly from the original Print Shop or 
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NEH5 5THTIDN 

New Desktop Publishing Program for Atari 8-Sit Machines 

Thsfi wi£ pr-aducid using: Nsws Station* running on an Mtir i 136XE 

and was printed on a Star SG^IO dot matrix printer. The headline font 
is ■ r s 9 U ^ p E 11 font sup* i i ed *ith News Station, uhiie the subheading uses 
t+.c standard Atari font bus It into the computer. These words are printed 
in ,e hiq.h 91 Jhl ,, ( i again suppLsed with News: station. As you can see the 
results a^e quite, usable. 



TOOlS 


you LQfl 4100 JUM 


Print Shop Icons 





.win different 
sizes tool 



Picture Files 

It's also possible to import 
62 sector picture files into 
News Station, This picture of 
Pete was drawn with AtariArtist 
by John Davison Jnr, 








lines and Patterns 

Vertical and horizontal lines can 
easily be drawn using the joystick 
and eye-catching patterns created 
with the Atari's control characters. 


using the keyboard, Joystick, or Koala Pad. 
Facilities are extremely basic, allowing 
only line drawing and pixel flipping, so if 
you need more than this you'd have to use 
a separate art program and import the 
graphics as described above. It’s a great 
pity the author didn't include support for 
the Atari Touch Tablet though, as Koala 
Pod is almost unknown In the UK. 


ROLL THE PRESS! 

Printing is handled via The Press, 
achieved by simply selecting the printer 
type and the eight plates from your data 
disks to make up a page. But he careful] 
If you Occident Lilly choose a wrong plate 
there’s no apparent way of correcting your 
error OR of cleanly aborting the printing 
run which automatically follows plate 
selection. This is very frustrating. and a 
classic case of stupid design. However, I 
discovered an undocumented feature 
(bug?) - if you press the numeric 1 key, the 
disk directory is re-read and all plate selec¬ 
tions blanked, allowing you to start over 
again] 

I managed to lock up the program several 
times, and couldn't see why. News Station 
isn't very good at error messages either, 
and sometimes sat ignoring my attempts 
to communicate with it without telling me 
what I was doing wrong. Once you see the 
printed output though, you'll forgive the 
program its annoying little foibles. On my 
Star SG10 the quality was impressive, and 


Print Shop Companion program disks. These need moving to a 
workdisk first, but News Station's instructions don't tell you how. 

I did it by loading the required icons into Print Shop's Icon Editor 
and saved them to a work-disk from there. 

A Low cost alternative source of graphics for News Station is the 
Page 6 Print Shop Collection and Option Pack disks., which 
between them contain over 1000 (yes., one thousand) ready¬ 
made icons! YouTl find an icon for virtually every purpose here, 
and at less than L2 per disk you can't go wrong. 

I also loaded 62 sector Micropainter picture tiles without prob- 


easily good enough for most home and small business uses. 

Did I say foibles? Perhaps I should say glaring faults and 
omissions, but there's probably nothing you can't work around. 
Even so, the author really should provide a better instruction, 
manual, some sample plates, more error messages, and redesign 
The Press's plate selection code, I'd also like access to DOS 
facilities, a font editor, and simultaneous viewing of multiple 
plates included, but this is probably wishful thinking. 

Despite its shortcomings 1 really like News Station. It's one of 
those rare packages which genuinely expands the scope and 


lems, however, only the top five-sixths of the picture fits onto the 


usefulness of your 8-bit Atari. This is especially true when used 


plate, a real nuisance if you're using pictures which weren't 
drawn with News Station in mind, If you're drawing them 
specially you can allow for this though. 

The most popular 8 -bit art package is probably Atari Artist , but 
its compressed picture files are incompatible with News Station. 
However, there's an undocumented feature in AtariArtist permit¬ 
ting the saving of files in 62 sector format, lust press the ;> 
(Greater-Than) key while viewing the picture and a 62 sector file 
called PICTURE will immediately be written to disk. If you then 
use DOS to rename it with a file extender of PIC you'll find it 
loads into News Station without trouble. 

The Plate Editor provides another means of producing graphics 
or editing imported pictures. You con draw directly onto the plate 


in conjunction with programs such as AtariArtist and Print Shop J 
and while it's not as slick or as easy to use as these, it's every 
bit as useful. If you need a simple, general purpose desktop 
publishing package, News Station could be the one. 4 


NEWS STATION 

Published by Reeve Software 
Available from Callisto Computers 
Price £23,50 
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LEARN TO 

READ 


L earn To Read 1 is on educational game for children 
learning to read. A sentence is displayed with a word 
missing (replaced by ???)- A list of 4 options is given for 
the word in the box below. The child must decide which word 


is correct and press a key 1*4 corresponding to the correct 
word. There are 10 words to fill in per game, and a check 
routine ensures that the same question is no! repeated in 
each game. When the game is over the score out of ten is 
shown, along with the option to play again {START) or to 
quit (OPTION). 

The questions in the listing are only examples and cun be 
changed quite easily. The sentences and word choices can be 
made fairly easy, as they are at present, or made more 
complicated by using very similar words as the choices. Alter¬ 
native spellings could be used or even foreign languages. The 
choice is yours. 

The questions are held in DATA statements from line 1001 in 
steps of 10. Each question is built up as follows: 

THE QUESTION, WORDl, WORD2, WORD3 . 

WORD4, KEYCODE, CORRECT 

Word 1-4 are the possibilities. Key code is the key handler 
code for which key will contain the correct answer. The keys 
1-4 have the following handler codes: 

1 - 31 

2 - 30 
3-26 
4 - 24 

Correct is the correct word. Just lake a look at the questions 
in the program to get the idea and change the DATA to suit 
yourself. The program is set up for 50 sets of questions but 
this tan be changed by altering the figure 50 in line 201 to 
the number of questions you require. All questions must be 
added as DATA with increments of 10. The next lines added 
would be 1501 and 1511 and so on. 



by Dean Garraghty 


This fivtmcj is published in response to requests that we 
publish more listings that use simple Basic commands 
and thdt can be changed aufte easily by the user. Let us 
know what you think of these type of programs and, if we 
get a positive response, we will publish more. 


A simple educational 
program for teaching 
English or other languages 
that you can easily amend 
to suit your own needs 
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n# 218 *tt AD SE HS.0Fi'$,0P2S,0P3$^0P4S, HAffC 



ODE , 

ACTS 



2 J 

211 

POST ITQK 

6 , * : ? 

,B f-1 ,B 

UU 

212 

POSITION 

5.1 : 7 

■* ( ou£5 . i” 

YG 

213 

POSITION 

12 , I ; 

2:POSITION 15,1:? 


H | ■■ 




FV 

214 

POSITION 

5,2:? 


PE 

22V 

POSITION 

S , 10 : 7 

SENS 

KB 

2 25 

PUS111UN 

0,AS:^ 

pl i- 

AY 

230 

POSITION 

0,16;? 

11 J OPTIONS ARE : 






CC 

2 31 

POSITION 

0,17:7 

11 I POSITION 38,17 


: ? * p | 11 



CP 

240 

POSITION 

0,17:7 

"1 EM";GP1£:PU5TT 


3E 

& 

H 

3B,17E? 11 

■1" 


HI 

241 

POSITION 

0,18:7 

K, l 0i"t8P2$: POSIT 


ION 

38,18:7 Pl 

1" 


MB 

24 2 

POSITION 

8,is:? 

"1 EV'; &P3S : POSIT 


ION 

3 6, is:? 11 

1" 


uo 

24? 

POSITION 

8,20:? 

M ,C ;RP4S ! POSIT 


ION 

30.20:7 11 

1" 


OY 

250 

POSITION 

7,21:7 

**WHTCH DO YOU THIN 


K IT 

IS?"iPOSITION 

0,21 :? Ip l Ep : POSITION 


30, 

21:? "I" 



IV 

255 

POSITION 

0.22 : ? 

- ■ ..- 






PM 

256 

POKE 5SS* 

34 



FI 2Gft IF P£EKC764i-255 THEN 260 
OD 270 t F PEEKf764?"HANCBPE THEN POSITION 
16,12!? "THAT IS C0I*RECTM":5~5 + 1 
MC 200 IF PEEK (764? OHANC0DE THEM ROSITIO 
N 5,12;? "THAT IS NOT THE CORRECT WORD 


VY 

IG 

KT 

MY 

HP 

HO 

JT 

HU 

MS 

YO 

HO 

BY 

KG 

PU 


GC 

CY 

EK 


KE 

IE 


H J 

LI 


FS 


VJ 

PT 

JP 

PM 

00 


281 IF PEEK<?64>OHANCODE THEN POSITIO 
N 5,11:? ACTS;* 1 WAS THE CORRECT WORD," 
285 FOR 0-1 TO ^50:KENT R 
207 POKE 764,255 
2?8 NEXT Z 

400 REM GIVE SCORE,ETC. 

410 GRAPHICS 17;? »6 £ ? **6 
415 SETCOLOR 0,10,10 
420 ? tt&;" YOU SCORED 11 JS 
430 ? »6;** OUT OF TOI," 

440 ? **6t7 1*6; 7 m 

450 ? a 6 ;"pr*s 5 start to piar 1 

460 ? ttfi i +1 'JliHU 11 


470 IF PEEKC5327S1-6 THEN CLR :RUM 
400 IF PEEK C5327SJ =3 THEN GRAPHICS 0:N 
EW 

400 GOTO 470 

1001 DATA IKE ”7 SAT ON THE MAT. DOG, C 
AT,TREE,POP.30.CAT 

1011 DATA I WENT TO THE ??? FOR A HOLT 
DAY,PARK.SEASIDE,SHOP,SCHOOL,30,SEASID 
E 

1021 DATA I MEN T TO THE SHOP WITH SOME 
???,MONEY,BOOKS,GAHES,CATS,31,HOMEY 
1031 DATA MOTHER SAYS NOT TO PLAY WITH 
???,CARS,DOCS,MATCHES,TREES,26,HATCHE 


S 


1041 DATA ??? GROM ON TREES,CATS ,DOGS j 

LEAVES.COMPUTERS,26* LFAMES 

1051 DATA I LIKE TO EAT ???,LEAVES,TRE 

£5,GRASS,SWEETS,24,SHEETS 

1061 DATA HE WENT FOR A WALK IN THE ?? 

?,PARK,JUNGLE,HOUSE,COMPUTER,31,PARK 

1071 DATA I LIKE READING 7 7? ,SWEETS,00 

OKS,FLOORS.DOGS,30■BOOKS 

1081 DATA ??? ARC ROT PETS.DOGS,CA T S,E 
LEPHAKTS,GERBIL S,26,ELEPHANTS 
10S1 DATA I HAD A ??? LUNCH TODAY.FAST 
.MEADOW,BEE,BIG ,24, BIG 

1101 DATA I LIKE TO GO ???,CAMPING>MCA 
DOM,COMPUTER.M0U HER,31,CAMPING 
Till DATA CATS HAVE A COAT OF ???.5KIN 
.CLOTHES,FUR,DOG,26,FUR 


IF 1121 DATA COMPUTERS ARE ?*?,MEADOM.FUN 
,SHEETS,CAMPING.30,FUN 
CK 1131 DATA THE FARMER ??? TALL COHN.Gfifc 
H.ATE,NOW,GOOD.31.GREW 
EB 1141 DATA LET'S STOP ?** FDR MATER.COM 
P If TER , CAR .HERE . flEs; AUSE , 26 , HERE 
SC ±15± DATA HE ??? GOING ON WALKS,FIND,L 
0OK,THERE.LIKES,24,LIKES 
JE 1161 DATA THE ICE WAS ?77 COLD-MOW,HEL 
LO , VERY,MEADDH,26,VERY 
UJ 1171 DATA I LIKE 77* CATS BEST, BROWN, N 
QW,G0ODBVF,HELLO r *1.DROWN 
TY 1181 DATA THE ??? LOOKED MERY DIG , Ml t. K, 

,TREES,HELLO,TRY,30„TREES 
WY US! DATA HE CAUGHT ?7? FISH TODAY,HEL 
LOjrOMMOROW,COMPUTER,TEN,24,TEN 
DM ±201 DATA HE ??? A NEW JOB.FELL.HELL0, 
HEN.FOUND.24,FOUND 

DC 1211 DATA THEY SANG ? ? 7 ,LOUDLY,CAT,DOG 
,COMPUTER,31,LOUDLY 

HH 1221 DATA I ??? MY RE& BIKE,TRY,HELLO, 
SOLD,BYE.26,SOLD 

KH 1231 DATA DON 1 T ??? BAD BERRIES,BYE,EA 
T,READ,NEW,30,EAT 

!v 1241 data all rHE horses were ???,pink 

,BLUE,ORANGE,BROWN * 24, BROWN 
UM 1251 DATA THE ??? LIKE TO SLEEP,COMPUT 
EPS,MEADOW,CATS.GRASS,26,CATS 
KP 1261 DATA ??? CAN GALLOP QUICKLY,BEES, 
CATS,DOGS,HORSES*24,HORSE5 
IU 1271 DATA THIS IS A ??? STORM,MELLO,BA 
D,TOMMOROM,MEADOW,38,BAD 
TO 1281 DATA BRING ME YOUR 7?? SOCKS,OLD, 
HELLOj GRASS,CARE,31*OLD 
HA 12S1 DATA MOTHER 77? SOME DUNS,LOOK * FL 
DOR,BAKED,GREW,26,BAKED 
ZH 1381 DATA THEY 77? THE WALL RED,LOOKED 
,SAW,PAINTED*FLOOR,26,PAINTED 
YR 1311 DATA THIS FOG IS ???,BROWN,LOUD,B 
LUE,THICK,24,THICK 

CG 1321 DATA THE LARGE 777 ROARED LOUDLY, 
GIANT,FLOWER,MALL,KEY,31,GIANT 
LU 1331 DATA SOME TREES ONLY GROW 777,100 
AY,SMALL.HELLO,BLUE,38,SMALL 
HR 1341 DATA FLOWERS ??7 ALONG THE STREAM 
.LOUD,TODAY.HELLO,GREW,24,GREW 
PM 1351 DATA THE SKY IS ??? TODAY„BLUE,GR 
EEN,PURPLE,LILAC,31,BLUE 
IR 1361 DATA IT IS VERY 7” TQDAY,HELLO,6 
OODBYE,HOT,PINK,26,HOT 
OP 1371 DATA THAT FIRE ENGINE IS ???,OPAN 
GE,RED.RINK,BLUE,30.RED 
LB 13B1 DATA I TOOK MY ILL DOG TO THE 77? 

>VET,HOSPITAL,HELL0,PARK,31,VET 
HO 1371 DATA THAT TRAIN IS 77?■JUNGLE,HEL 
LO* PINKjFAST,24,FAST 

BK 1401 DATA MY BUDGIE IS 77?,PINK,RED,OR 
ANGE,BLUE,24,BLUE 

E2 1411 DATA THE SUN IS 777,HELLO,TODAY,S 
MINING,RINK>26j SHINING 
RE 1421 DATA «Y COMPUTER IS AN 777,ATARI, 
SINCLAIR,ACORN,IBM>31,AT API 
GO 1431 DATA YOU ARE TYPING OH A ??7>HELL 
0,KEYBOARD. SKY * DOOR,30.KEYBOARD 
US 1441 DATA I LIKE TO WATCH ???,HELLO,GO 
ODBYE,TODAY P TELEVISION .2 4,TELEVISION 
F2 1451 DATA CATS AND DOCS 777 r FIGHT.HELL 
0,DOOR,BYE,31,FIGHT 

IM 1461 DATA T ??? AT NIGHT,LIKF,SLEEP.JU 
HP.NO,30,SLEEP 

IY 1471 DATA MOTHER SAYS NOT TO GO WITH ? 
77,CATS,DOGS,STRANGERS,HELLO,26,StRANG 

JY 1481 DATA DON * T PLAY ON THE RAILWAY 77 
?,LINES,CATS,DOGS,GERBILS,31 P LINES 
HH 14S1 DATA NEVER PLAY ON 777,HELLO,BYE, 
SAY,ROADS P 24 * ROADS m 
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The day is aver, more deals concluded , the effect 
of the Wouveau Beaujolais has worn off and it's 
time to head on home. Toss the Filofax into the 
Porsche and away we go! OK no is that Ihe time? 
Mandy's doing something special tonight - pi¬ 
quant chicken pieces in that exquisite lemon 
sauce Tvfrh a lightly tossed salad, from the new 
G-Plan diet book - and she'li be awfully* wild if 
Pm late. Better step on if tonight. 

Isn't it amazing? Every time you need to get 
somewhere in a hurry (here are all these frightful 
people on the road just gelling in your way. You’d 
think fhat they can fee ihis Is Porsehe. fust fry fo 
avoid them i suppose, don 7 ! want to scratch the 
paintwork, I just hope that the earphone doesn't 
ring , it might be Mandy, 

Rlnnggg .. rinngggl 

Oranother driving game! 



by 

Gavin Davidson 


TUNING UP 


You may tike to try your hood at a spot of 
toning. Try a few POKEs into the following 

1692 - Determines frequency of right hand 

bends 

1693 - Determines frequency of left hand 

bends 

1694 - Determines frequency of oncoming 

cars 

1695 - l ime allowed for gome (default 1 

minute) 


HOW TO DRIVE 


START; BEGINS GAME 
SELECT: CHANGES LEVEL (1-4) 

OPTION; RESETS THE GAME 

Each level last one minute, if a distance of 80 or over is obtained the 
game will progress to the next level. There ore 8 levels to get through. 


JOYSTICK 


LETT goes left! 

RIGHT goes right! 

FIRE BUTTON slows down the cor 

Your car automatically goes through gear changes. Hitting poles at the 
side of the road is not good for the paintwork and may crash your cur 
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MEAN MOTOR 


SJ 2 RE*1 * ML AH MOTOR P 
tA I * * 
TE 4 REM * by ftavin DaVid^on # 
TC 5 REM ft W 
ED 6 REM * —----* 


RK 7 REM * HEM ATARI USER - October 09 * 
HU 9 REM 

CLt 11 GRAPHIC 5 0:? : POKE 752,1 : P6SITIG 

ft O,0:? M . . . r * .PLEASE WAIT FOR JO SECO 
ND5.. 11 

05 12 FOR R-0 TO 12O0:NEHT R 
JA 15 GRAPHICS 5 + 16 : POKE 559 P 0;P0K£ 16,64 
:POKE 53774,64 

FC 16 POKE 704,56:POKE 705,22;POKE 706,15 
0 3 POKE 7ft?*10iPOKE 706,25 POKE 70?,6 2 lP 
OWE 7£ft*48;P0*6 711,2542 POKE 712 F 0 

QM 56 FOR CLR-16304 TO 10432iPOKE CLR.0 l K 
EHT CLR 

ffi 61 FOR J-0 TO 33:REAP A l POKE 1020 +J,A 1 
HE HT JrPOKE 512,103:POKE 513* 6;K = U9R(± 
62S>;POKE 54286,102 
HK 62 POKE 560 ,0 3 PUKE 561.6 
TE 63 D1_ = PEEK (5683 +2 5A*PEEK £5611 

TV 64 FOR T —0 TO 67 I REAP A;POKE iS36+T,A: 

N EHT T 

CO 66 FOR T=0 TO 1264IREAD A!POKE 20460+T 
H ft tNEHT T 

IQ 91 POKE 80,0LPOKE 69.64:POKE 87,5 
GE *2 R=ft:C=2!T=6:P=39 
YW 53 IF 0=4 THEN C—2 
15 54 IF T Cl THEN T-lrft = R“l 

CJ 95 COLOR C : PLOT 1 2 + R , P : & Ft AHTG 12 + R,P~T 
iPLOT 68-R*P£ PRAHTO 60-R,P~T;COLOR l!F 
OR 6 = 13 + R TO 67 “-R 

OP 96 PLOT G # P:PRAHTO C,P-T;HEKT OiC=C+li 
P=P-T-1fT=T-0i?;R=R+4sIF R<25 THEM &0T 
0 93 

HD 100 POKE 89,PEEK 1891+3:POKE B7,0:POKE 
752,13 POSITION 12,1:? S6 j"DISTANCE 3000 
GAME:1"SPOKE 712,26 

£K 102 POKE 54279,60:POKE 669,46:POKE 532 
77 t 3 E POKE 63256,3 i POKE 53257, 3 t POKE 53 
260,21 iPQKt 623,49iGAME-17:B=030=2 
VS 103 TOTAL=0:BOHU5=0:POSITION 12,2:? tt& 

11 ■ IF PEEK (53279 

>05 THEN GOTO 110 

U£ 104 8—0+4:C-C*2:GAME”GAME + I'IF GAME > 20 
AHD BONU5=0 THEM GAME-17:B=0;C = 2 
EC 106 RATE = 1:OGL=103 LEM-0:GOSUB 135 
GG 110 POKE 17223,GAME:POKE 1692.248 'B:PO 
KE 1693,252"B72:POKE 1694,€+1:IF PEEK ( 
63279106 AHD ftftNUSOl THEN 101 
LI 111 RATE = l;VOL-03(-EH = l: GOSUB 1.35 
PH 113 FOR R=1G64 TO 1691;POKE R,O:NEXT R 
UU 114 POKE 1665,1:POKE 1676,65 POKE 1676 , 
166 

QR 115 POKE 1695,60:POKE 17213,16 3 POKE 17 
214,16tPOKE 17215,16S POKE 77,ft 
tH 116 K-USR £21591} 

Rtf 116 IF PEEK <16911 Oft THEN RATE-0 - 6 : DOL 
-12JLEH = 53G05UB J.36:GO TO 102 
RK 119 IF PEEK £172131>16 OR PEEK(17214J>2 
3 THEN RATE-0.07SU0L=14;LEH=1^JiGOSUB 
1353OOHUS=1:GOTO 121 

JE 120 RATE = 1:yOL=0:LEM-5:C05UB 1353 GOTO 
102 

ER 121 HNTOTAL=(PEEK£172133-16>*10O+(PEEK 
(172141-163*10+PEEK(172153-16+TOlALiTO 
TAL=MHTOTAL 

LA 122 POSIT I Oft 12,2:? H0; "DI5T AHCE SO FA 
ft:" J TOTAL : 11 " t IF GAME =24 THEM GOTO 1 

82 


HP 123 GOTO 104 

Tf! 135 FOP r-jL5 Itl UOL STEP -RATE: FOR P = 0 
TO LEH:SOUND O r Pi 10,T:SOUND 1,P+2,10, 

1 3 SOUND 2,F+T,10,T:HEKT PsMEMT T 
NR 136 FOR f -O TO 3:SOUND T,0 » Q.0 3 ftf, KT T i 
RETURN 

IA 148 DATA 169,24,141,121,6,76,90,228,10 
4,162,6,160,84.169,7,32.92,220,96 
UO 141 DATA 7.2,206,121,6 „ 173,121,6,141,10 
,212*141,26,208,104,64 
LF 150 DATA 112,112*112,202,0,64*10,138*1 
0 p 13 8,10,136 j 130,138*130*74,200,64,10, 
74,240 H £4,10,74,24,65,10,10,74,64,65 
KH 150 DATA 10,10,10,10,74,184.65,10,10,1 
0,10,74,28,66, 10*10. 10 
TV 170 DATA 10,10,10,10,10*10,10,10,138,1 
38,135 * 134 *6,6,10,7,7,76,0,6 
PU 200 DATA 0*60,60,126.126,255,255,256,2 
55,231,60.60p 255*0*0*0^24,66,60*126, 12 
6,0,255,231,195,195,255,203*195 
KE 210 DATA 195,200*Zftl,2«Z,203,204,205 ,2 
06,207,200 * 2 40*240,241,242,242,24 3,24 4 
,245,246'24*74,24,24.25,25,26 
VG 22* DATA 27,28,04*04*04*84,84,84,04,05 
,86,184,184,104,184'184,104,184.1*4,18 
5*200,19?'198,197,196,195,194 
CM 230 DATA 193 * 192,24ft,240,239* 238* 238* 2 
37,236.2 35,234* 24*24*2**24,23,23.22,21 
,20,84,84,84,04,84.04,04 * 03*82 
MO 240 DATA 184,104,184,104,104*184.184.1 
84,103*195,8*50.80,51,85,55,82,60,03*0 
,24,60'60* 42,O* 24 p 60,126,102,60 
JE 250 DATA 42,0,60*126,255*231*126,255,0 
.42,8,60,60,126,126,255 *256*255*255* 23 
i j 60 * 60 , 2 5 5, 0,0 . 42,0 ' 24* 0,36'42 
EU 260 DATA 0,24*60,24,66.102,42,0*60.120 
,24,255*0,203,195* 42 H 0* 24.60,60.126,12 
6.0,255*255,195.195,255,203,195 
TU 270 DATA 195.4 2,160 . II , 185,8,80 , i 53 P 79 . 
70*105'15*00'153*208i70,20ft,192,15*200 
,239.169,63'32*57,61*141*217,69 
Eli 200 DATA 141,210*69,169*192*141.220,69 
,32.170,81.169,0,32,248,03,169*100.141 
,137 * 6.3 2,162'82,160 *0*32*1*9 
GC 290 DATA 02* 169,254* 141 * 0*2X&* 141,135* 
6,162.18*142'134,6,142*150*6,169,40,14 
1,1.210,160,3,169,128.141 * 4*208 
HO 300 DATA 16 9,194,32,57,01,32,64 * 01 * 169 
.0.141,4.2O0,169'195'32*57.81,32.64,81 
. 138 j 2 08,227,96,241,217*70,141 
MU 310 DATA 218,7ft,96,162* 207 H 173 * 28, t * 20 
6'251*169.2,141,28,2,169,50,14±,2,2l0' 
202,142,3'210*224,192,208,233 
LC 320 DATA 96* 1 ? 3, 128,6.2«8,43,173,10,21 
0,205 * 156*6, 144*242 * 2 05, 157,6,176,12,1 
73,130,6.208,57,160,45*169'53 
DL 330 DATA 76,129,81.173,130,6,2ft6,45 H £6 
0,6,169*8*141'131 P 6p140*129,6,140,132* 
6,23 0,128,6 * 173'130*0,200*24.174 
DG 34fl DATA 129.6,232,32,197,81,142 * 129 H 6 
*230,131'6*208*184*238,130,6,169,O*141 
, 12 8,6,96,2 30,128'6*174,129,6 
HB 350 DATA 202,32.197,81,142,129*6*236,1 
37.6.^08.8.169,0,141,13&,6,141,128,6,9 
0*189'3ft*80.141,16*6,189,39,60 
MU 366 DATA 141* 20,6* 109,40* 80,141,24,6,1 
89,57.00,141,29*6*109*66'80*141'36,6,9 
6*230i133*0*173*133,6,201,15,208 
EH 370 DATA 240* 109,0 * 141 p 133,6* 173,132 F 2 
,240,19'173*134 * 6* 2#1* 3,24ft,34* 206,134 
,6 * 5 6,173,13 5 * 0,23 3,0,76 * 27,8 2 
RL 380 DATA 173.134*6,2 01,18 * 240,10 * 238 * 1 
34.6.24*173,135,6.105,8,141'0,210,141, 

CONTINUED OVERLEAF 
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FIVE LINER 


MEAN MOTOR continued 


L3C,6, 36,17 5,120, 2 ,201 ill. 2*0 
GZ 390 DATA 34,201,7,240,39,32.240.02,173 
,130,6,200.6,173,120,6,240,231,173,132 
, 6 , 240.6,206,137,6,76, 162,02,230 
CK 400 DATA 1X7,6,76,162,82,206,137,6,206 
,137,6,76,170,02,230,137,6,258,137,6,7 
6.170.02,173,132,2,200,0,165,120 
60 410 DATA 172,137,6,76,110,02,165.105,1 
60,6,32,07,81,76,145,02,230,136,6,173, 
136,6,201,2,240,7,162,16,160.6® 

AH 420 DATA 76,142,62,165.0,141,130,6,162 
,60,160,16,142.157,2,140,150,2,56 ±52, 

24,105,4,141,6,208,106,20,141 
KG 430 DATA 5,208,56,173.137,6,141,0,208, 

141.1.2 68,24,105.20,141.7,200,56,173,1 

34,6,201,5,176,55,173,130,6,208 
GO 440 DATA 5,173,128,6,240,45,174,140,6, 

142.3.216.172.141.6.185.122.80.141.2.2 
10,200,152,0,208,Z,160,O,140,141 

ZW, 450 DATA 6,202,202,224,162, 2®8,2,162,1 
66,142,140,6,32(48,82,32,48,02,76.162, 
82,165,160,141,3.210,76.162,82 
OY 460 DATA 173,146,6,206,53.173,10.210.2 
05,156,6.144.1,56,165.0,141,147,6.32,2 
37,83,165,35,141,145,6,162.8,173 
HH 476 DATA 16,6,201,206,208.2,162,86.201 
,260,206,2,162,122,201,152.208,2,162,1 
64.240,217,142.144,6,142,146,6 
GO 460 DATA 238,145,6,173.146,6,201,1.240 
,25,201,2,240,7,173,10,210,201,128.144 
,14,168,2,141,148,6,230,144,6 
H0 480 DATA 238,144,6,76,86,63,168,1,141, 
148,6,206,144,6,206,144,6,173,6.206,20 
1.1.240,31,173,146,6,201,1,240 
UD 500 DATA 12,206,144,6,206,144,6,206.14 
4,6,76,134.83,230,144,6,238,144,6,238. 
144,6,236,144,6,172,145.6.174 
Cl 518 DATA 147,6,108,130,80,201,42,240,1 
4,153,0,71.105,167,80,153,129.71,232.2 
00,76.140,63,152,58,144,11,165 
HE 520 DATA 0,141,146.6,141,146,6,32.246, 
63,182,46,144,S,169,5,141,147,6,192,56 
,144.5,165,12,141,147,6.152,66 
5Z 53® DATA 144,29,152,73,176,1®,169,1,32 
,237,83.233,4.76,23®,63,169.21,141,147 
,6,169,3,32,237.83,233.12,76,230 
DF 540 DATA 83.173,144,6,141.2,208,141,3, 

200.56.141.10.206.141.11.208.56.173.14 
4,6,96.160,39,153,6,71,153,129 

RF 550 DATA 71,200,152,112,206.245,90,162 
.2,254,61,67.165,61,67,201,26,208,9,16 
9,16,157,61,67,202,76.0,84,96 
HT 560 DATA 104,96.169,16,141,154,6,169,6 
0,141.0,210,169,160,141,3, 210,24.173,1 
52.6,105,4,141*152,6,173,28,2 
I BY 570 DATA 208,251.109,4.141,28,2.206,15 

4.6.173.154.6.141.1.210.208.235.141.14 
6,6,32,240,83,32,247,8®,76,216 

At 580 DATA 84,32.204,88,173,28,2*208,12. 
173,134,6,141,28,2,32,90,31,32,116,82, 
173,38,2,206.111,169,1,141,36 
HR S96 DATA 2,173,12,208,201,14,240,162,1 
73,4.286,201.7,248,155,236,151,6,173,1 
51,6,201,50,206,19.169,8,141,151 

FM 608 DATA 6,238*152,6,*73,152.6,205,1S9 
,6,144,3,76,20,84*238,149,6,173,149,6, 
201,6.208,22,169,0,141,149.6,266 
OU 618 DATA 150,6,173,158,6,208.9,32,6.84 
,173,134,6.141,150,6*32,228,81,266,139 
.6,173,139,6.208,20,173,134,6 
KT 620 DAT* 56,233,2,141,139,6,32.34,62,3 
2,248,62,169,0.141,30.288,32,93,82,171 
,31.286,281,3,280,5,238,155,6 
KF 63® DATA 104,96,76,90,84 8 


Lissajous’ 

HARMONICS 

by 

JIRI NEJEDLY 

After ATARI USER magazine was incorporated with PACE 6 we 
found that we had inherited a large collection of disks sent in by 
AU readers. These were mainly the '5-L1NERV and a lot of time 
was spent trying them all out. Unfortunately, many were very 
similar in content and mast had appeared before, either in PAGE 
6 or elsewhere. Where names and addresses were given the 
material was returned, however, we do not seem to have re¬ 
ceived all the materia] during the handover and some people 
may never see their disks again, PAGE 6 is very sorry about this, 
if we had the items they would be returned 
Some of the programs 1 tried out concerned equations, many of 
them obscure and suitable for interested parties only They were 
the type that needed an input from the user and then printed an 
answer on the screen. Nothing that we could really use in the 
magazine. 

After an hour or two of this 1 was getting quite despondent until 
] happened to notice a name that! hud last encountered during 
the time I was studying 'O' level physics. 1 tried it out and was 
suddenly struck with the familiarity of having seen this before 
some years ago. 

The program comes from TIKI NEJEDLY from Czechoslovakia. 

The French physicist name was Lissajous (who died in 18B0) and 
he investigated the superimposition of two harmonic motions. 
Sounds heavy going but it is, literally, childs play as you will 
find aut- 

Thc idea is that you draw a line on a table in one direction, 
your hand being the first motion. Then, at the same time, you 
get the table to move in another direction - the second motion. 

This will result in some weird but, more often, some very pretty 
patterns, Now, cast your mind back several years and try to 
remember a childs toy consisting of a drawing board that moved 
and a pen on a pendulum. For the life of me 1 cannot remember 
what the commercial name of it was, but it was a toy typical to 
the, say, Fisher Price range, If anyone knows the name of this 
toy would they please contact the magazine and 1 will let the 
rest of our readers know in my regular column? 

Anyway, enough of all that. What follows is a simple five line 
program with on obscure (to most of us) equation that comes to 
life through out ATARI computers. The nice thing about this 
program is that it docs not have dozens of numbers for a 
machine code routine that will mean absolutely nothing. When 
you get tired inputing numbers you can always fiddle with the 
parameters of the program itself. 

ZO 18 GRAPHIC* 8:5ETC0L0R 2,6,3!COLOR 5tT 
RAP 20 

YU 20 0=8.03:? “FREOUENCY,AMPLITUDE* PHA5 
E«|INPUT P, R , F : R=U/1®: R=R/1® : F=F/'10 
AT 30 PLOT C16O+R*60*5IN CFJ > , 14 0 ! I—1 
0J 48 DttAHTO ti60*R*60*5Itl tP*A*I+FJ J , (®0+ 
60*00*CA*I)3 
ZT 50 1=1+1!GOTO 4® 

PAGE 6 would still like to see small programs like this, not 
necessarily live liners, but something easy to type in and that is 
fun or useful. I must warn you now that we have had dozens of 
directory listers and the like, so scratch your heads and come up 
with something novel, 

Mark Hutchinson 
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WHAT THE REVIEWERS SAY ABOUT 
ZEPPELIN’S ATARI GAMES: 

"At £2.99 this game is a bargain and must be a winner 
for Zeppelin and Atari alike 1 ' ATARI USER on SPEED ACE 

"ZYBEX is the sort of game that makes reviewers wish 
there were more superlatives in the dictionary", PAGE 6 

"If you don't get yourself a copy you must be mad,' 1 
PAGE 6 on DRACONUS 


The Number 1 UK Atari 8 bit software house, Zeppelin 
Games, will continue to support the brilliant 8 bit Atari 
machines. 


Top-selling KENNY DALGLISH SOCCER MANAGER, and 
DRACONUS, are available from full-price label COGNITO 
while Zeppelin Games welcomes the return of the longer 
nights with a whole host of oldies and former full-prioed 
favourites at the incredible price of just £2.99, 


SEND OFF YOUR ORDER TODAY 


Speed Ace 
TAPE £2.99 

Zybex 
TAPE £2.99 

Drqconus 

TAPE £9.95 DISK £12.95 


Ninja Commando 
TAPE £2.99 

Phantom 
TAPE £2.99 

Mirax Force 
TAPE £2.99 


Sidewinder 
TAPE £2.99 

Soccer Manager 
TAPE £2.99 

Living Daylights 
TAPE £2.99 


Kenny Dalglish 
Soccer Manager 

TAPE £9.95 

Alt prices include P&P 
Order dispatched by return 
post. Make cheques and 
postal orders payable to 
Zeppelin Games l td 


Zeppelin Games Ltd. * Osborne House • 28 Osborne Rd 



Jesmond • Newcastle upon Tyne ■ NE2 2AJ 















PROGRAMMING 


MACHINE CODE 


id :- 


; MA-C.H 1 Ntf HBHARY 

5* f«V 

1 { pt?P Mi 1 1 i 

40 ; for 

Np.U ftT&RL U 

30 4 5DUND EFFECT 1 

tin : 4 ■ l 

FOOTSTEP5 

?0 j- 


*0 

W= 2FOOO 

Hid 

,*PT OOJ 

O1 BO- -5ETUBU - 5B4b0 

Oil* SVSU-HU ± 

1124 fhUDTl - VJ/fcO 

01.30 AUDIT 1 - 5-1764 

0140 0U&F2 = 53701 

o-i3 0 aiJfrGZ - 

Blft* FLAG it 20^ 

44.70 DELAY - 704 

otee pircni ~ 74S 

BS.JB FIT CHS - 20* 

*2*0 UOL = ZW? 

0*36 

Lffl W0 

0240 

ST* C0UM1 

4 ZOO 

OTA COUNT? 

0ZS5 

LOA PL 

0256 

3TA Fl-ftO 

0250 

LDfl tt* 

O3 70 

BELflV 

B 2 DO 

IDA If 2 3 * 

0204 

STA PITfcWl 

0100 

L DA 1(234 

0210 

5T-& PIT EM Z 

0120 

L&fr ttl* 

012* 

31* MOL 

dlb-0 

JOB VtlV&7 

iS7* HOOP JHF LOOP 

fl3B* SETUGX 

*330 

LDG W6 

O40B 

LDY Buepomizns 

4440 

LPK ttUBH0UT/2SSt 

*420 

J50 5FTUBV 

*43* 

RTS 

044* U 0 fi L"l LI T 

*45* 

LDfi FLOG 

*460 

CUP B* 

04 70 

BE* 5OBBD0FF 

0 4CMJ 

me couOTl 

*47* 

LDA COURT1 

eat* 

□HP DEL*V 

*510 

6NF EKIT 

DE20 

LD* no 

0*30 

ST A COUNT 1 

0 540 

INC COURT 

*45* 

LDA COURT 

05** 

CMP ¥41 

0*7 0 

HFu 50UMPI 

0600 

CMP «2 

05.30 

*EO 3-OUmPBFF 

*&i* 

CHP HI 

*640 

SEO 3DUHD2 

0*20 

CMP U4 

002* 

pEO SOURDflFF 

004 0 

L D* «0 

0050 

5T0 -COUNT 

*6*0 

£HJT JHP 5YSO&W 

Bbl# 

50UH&A 

ooa* 

L DA PITCH! 

*630 

*!□ AUOF1 

*700 

CLC 

0710 

Ida mi* 

0 7 2* 

AOC VOL 

*?5* 

3 FA AUOC1 

0?4fl 

JRP SY5VBM 

0 7 SO 

^□U N & 2 L B A PIT CM 3 

0700 

OTA blUD r 1 

0770 

LDfl Wiffl 

*>&* 

ADC UOI 

*700 

STA AUDC1 

*0 00 

3v«iw»v 

B 610 

mjIJNOBT 1 

0430 

LDA HO 

0490 

5Tfi fiupr-l 

0D4O 

5-T A AUfrtl 

4*4* 

JtW 

**t* 

COURT &H M 

0*70 

COUNT 1 


LIBRARY 


by Stephen Williamson 


In part 4 we show you how to 
add sound effects without 
interrupting the flow of your program 


T he Atari sound chip con produce a 
variety of sounds, but Atari BASIC 
only supports it with one command 
- SOUND. Using a variety of programming 
techniques complex sound effects can be 
produced in BASIC but with the speed of 
machine code, the sound capabilities of 
the Atari can be explored further. Listen to 
the soundtrack of the game Warhuwk to 
hear what is possible, or check out the 
speech synthesis on Mirax Force. 

The machine code sound routines this 
issue are ready made sound effects for use 
in your machine code or BASIC programs. 
FOOTSTEPS can be used in games with 
walking characters, OCEAN would add 
atmosphere to an adventure game seaside 
location, EXPLODE is a great for shoot em 
up games. ALARM can be used in a varie¬ 
ty of games to signal danger. Use RAN¬ 
DOM to fill in those silent minutes whilst a 
BASIC program is initialising. ENGINE 
simulates an accelerating engine. TUNE 
demonstrates how to add a music sound 
track to your programs. No knowledge of 
machine code is needed to use the BASIC 
routines that use the machine code data. 
The assembly routines were written using 
the MAC/65 assembler editor cartridge, 
but should also work with the Atari 
Assembler/Editor and can easily be adap¬ 
ted to most assemblers. The sound effects 
arc flexible, Speed, volume and pitch can 
be altered to suit your needs. 

PROBLEMS WITH SOUND 

One of the first machine code games that 
1 wrote for the Atari computer, a shoot 'em 


up game, suffered from a problem. Every 
time an alien creature was hit by one of 
the missiles, all action stopped whilst an 
explosion sound was heard, the alien 
glowed red and was then removed from 
the screen. To integrate sound with anima¬ 
tion can be difficult but fortunately the 
Atari Operating System offers a simple 
solution to this - the Vertical Blank Inter¬ 
rupt (VBI). 

When the electron beam that refreshes 
the monitor or TV display reaches the end 
of the display it switches off before return¬ 
ing to the top of the screen and this frac¬ 
tion of time is known as the Vertical 
Blank. The Atari then performs some 
housekeeping tasks - updating system tim¬ 
ers etc. Even though the Vertical Blank 
takes place every l/50th of a second 
(l/60th on the USA TV system), you can 
instruct the Operating System to jump to a 
short machine code routine of your own 
after it has performed these tasks. This is 
known as a Vertical Blank Interrupt {.VBI), 
The effect is similar to multi-tasking. Your 
custom Vbl routine runs independently of 
the main program but the main program 
can interact with the VBI routine by alter¬ 
ing parameters that the VBI routine uses, 
This technique is perfect for sound effects. 
Commercial programs that play music 
whilst a game is playing use the VBI tech¬ 
nique. 

It is beyond the scope of this article to go 
into the details of the Atari sound chip 
and the VBI process. The book DE RE 
ATARI by Chris Crawford is recommended 
reading if you want mare information on 
Atari sound and VUl's. 
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*o :machine C dD t LltfHAffltf 

itO : H , p Stpw-p Mil 1 ■ itns□ n 
4 6 i tor MEN ATARI U'jLR 
50 I PARI 4 MUUNfii temVI-i 
bo ii.jf ^uunit^ 

7U Itall Hr OH BA VIC Wit Hi: 

oo ; ft usr each tr vTep£j . ad dr . f l au . dilay, pi t 

CMI.PITCH?,VOL? 

?4 J--- - ----- 


I S t Jl ft 

*- 

SOO0O 

*110 

,0RT 

npj 

0120 

SETVBV = 

58460 

D1 30 

SYSVBV - 

564 83 

0148 

AUDM - 

5 3 760 

6180 

ftllRUl - 

6S 761 

3 180 

filJDFJ - 

5T762 

8170 

AllbC? ~ 

53763 

0 2 0* 

FLAG - 

203 

0210 

PtLflY - 

204 

6220 

DIT 6 h 1 i 

: 295 

6236 

PITI^*2 - 

: 296 

B24fl 

PTTCN? - 

■ 21* 

02 50 

11IA DR = 

288 

82 6 0 

LOADK - 

209 

9276 

01,0 


62 5 3 

L DR 

tt* 

3 2 90 

STA 

COUNT 

03 00 

STA 

C D U H T 1 

B310 

PLA 


63 26 

STA 

MIA6R 

3325 

JH.A 


0 3 10 

VTA 

LOAbR 

3 3 40 

PLA 


0-150 

PLA 


6300 

4TA 

T'L*6 

ft 3 70 

PL.fi 


335* 

Plv a 


0370 

5 T A 

DEL A V 

04 00 

Pi_o 


6416 

PLA 


6426 

STfi 

PITCH! 

843 0 

PL.fi- 


04 J * 

Ptfl 


04-5O 

5 T A 

P IT □ 11 2 

04 5 6 

PLA 


84 78 

PLA 


0466 

if A 

V0L 

*5*0 

S-ETV6I 


*510 

L.P A 

m 

85 20 

LDV 

LGADR 

053 8 

LDM 

MI ADR 

*540 

j’Sfr 

VETM1U 

055* 

HTS 


3588 

VBRDUT 


*570 

L&B 

FIAQ 

0580 

CMP 

Et& 

0578 

HER 

iDUNDOrr 

08118 

INC 

COUNTl 

0618 

L D A 

CdUNTl 

0678 

CMP 

BEL AV 

8530 

HHE 

ENIT 

0640 

L B-A 

«0 

0558 

VTA 

GULIN 1 1 

6&6* 

INC 

COUNT 

8678 

P.&R 

COUNT 

3&B3 

CMP 

til 

00 90 

BEB 

VDUND1 

6 ? 00 

tKP 

HZ 

97t* 

6tR 

VOfcTMMf F 

3723 

cm 

K 

0 73* 

AirO 

VDUHD2 

3740 

CMP 

04 

0 758 

BE0 

6DONDO F F 

0 7 E 0 

L0A 

00 

0778 

St A 

IDUKI 

6766 

E«lf ,tm SV50HV 

0 700 

5UUN61 


3330 

IDA 

PI TCII1 

0910 

STA 

a iii d r i 

0 3 20 

CLC 


0930 

LRA 

Dl V0 

6*46 

ARC 

UOI 

085* 

VTA 

AtfDC 1 

98 58 

JHP 

GY SVBV 

08 78 

'>OUHD 2 i 

DA PJ tCf\ 

0 088 

■>T A 

AIFD-F 1 

8888 

1 DA 

HI7P 

9 908 

ARC 

vm 

0918 

VIA 

Alibi: 1 

6?2* 

JMP 

GY60H6 

8430 

50IIHDUI 1 


3949 

1 PA 

MU 

0 730 

■f FA 

AIIRF 1 

6?6* 

s IA 

tiiiVi; i 

077O 

JMP 

'kY*iUHu 

B9B0 

C 0 IJN F 0OM 

0 9 78 

CUUHtl 6H-K 


Above - Luting 2 
Centre top - Listing 3 
Right - Listing 4 
Centre bottom - Listing 5 


LH 10 HEM ----- . ... 

HM 211 RF M MACHINE CODE LI-BA ARY 
HP ?, ft HEM by S ter hi on Ui I I ■ Jiison 
KK 40 REM for HEN ATARI USER 
8F 59 HEM PART 4 SOUND EfttCn 
TJ £0 REM 4.3 1081 STEPS 

W 70 HEM --- 

WC SB Git 7(1* 140 
It ** rLAC=ltDCLAV-1 

VU 100 *»irtHl^IJ0: PITCH2^34 : M(hL = l* 

RC 119 A-U5H CADR LFVTEP*) P ADD», PL6-6 h DELAV* 
PITCH1,PITCH! H UDL1 
TL 120 VIDA 

! OB Hi REM LOAD MO DATA 

SH Hi DIM flTEPfllieilRESTQRE 200 
ftT 155 RtK LOAD HC DATA 
At 1B0 TOR 1^=1 TO 140 
Ou 170 HEAD Ai riTEPf (1 r £)—CHft* EflJ 
UH 100 MEMt IiADDR—A DH tFSTEFf] + 45 
IP 1¥B RETURN 

TR ZO0 DATA 104. ltJj e . 111 r 17Bj. 7Sj 141 > 171 , 
70 H 1■4, 133j20ft,104,13 3,20 9,104,104,111 
j**7.144 

KU 210 BATA 1*4. *37,304.1.34,1*4. 1JT. *05. L 
*4-1*4 t 133,2*6,104.114.131.1*7.167,4.1 
64,1*1,144 

EG 11* BATA Z«. 32 „ 72,12D, ?*. 163.2*3.1*1. 
9,240-7Bi219.171,70,173 * 171,70,107-2*4 
,Xt* 

OH 23* 04TA 3 2 .169,6.141.171,74.236,176,7 
0,173,17*,7*,201,1» 24 6,2*,261p 2,240,4? 
PI 240 BATA 201,3,240,20,301^4,240,77,167 
,»,141 F 170,70- 76,70,226,160,265,141^0 
HJC 2BO DATA 210^24,107,120,101.207,141,1, 
210,7E K 90, Z2«,16B,ZBfi,142,O,210-101,12 
0,201 

HM 260 DATA 2 6 7,141 * 1, SU 0 B 7 B , 7 5 . j i 6?, 6 

,141,6 r 21*.141,1,216,76.75.226.6.fl 


LH 10 REM--- 

HH 20 DFM MACHINE CODE LtfifiAHY 
tr 30 REM fey lltphen Hi 11 i 4 HlSOFI 
KJt 40 REM fpr NEH nTflpr OVER 
PF 50 REM PART 4 - SQUN6 EFFECT? 

IF GO REM 4.5 QCF.tkH 

W 76 REM --- 

PC -DU G85UB $40 
MC 20 FLAC-1 ! DFL.AYrfi 
YP 10 0 Pf T CM1—16 , P IT £ Hi- 6 ; U OL —10 
YK 110 A “ U SR1 |i Dffl (OCEAN 5-1 - A80R , T LAO ..DEL AY , 
PITCH!,PTTCH2,VOLi 

TL 170 5 ¥ 0P 

ou is* nem load kc data 

IfC 1 40 C-T+t Act AHl i 143J ; RESTORE 200 
OV 150 AFM LOAD Ht DATA 
CD 150 FOR 1 = 1 TO 142 
21 170 HFAft a f 11 . I>-CURS t A? 

VP 180 HFxT It ADDR-APRi0CHARS> +46 
2 P I 70 RETURN 

B-’ 200 DATA 104.169.6.141.172,73.141.173, 
78,141.171,76. >04. Ui. 200.104,133, 10-3. 
104,104 

HT 21C DATA 133, 203, t 04,104,133.204>104,1 
04,133,205.164,104,ill.255.104,104 r 131 

,207,161.6 

AI 220 DOT□ 164,201.146,200 r 32,72*220,98. 
16 5.203,2111.0,240.61.216.173,7 S . 1 73,17 
3 * 78 

SE 23 0 ion I' a t?7.204,20B,It,±60,8,iit.S71, 
70,173,171,70,a81,1,240*23,201,8,2*0.3 
UP Z4D DATA 76.15,220,1JO,295, 1£5, 205,2AL 
, 0 . 268 , 35 , 3 fif , 1 , 14 1'. 1 7 1 p 78 , 7 & , 95 , 2 2 0 . 7 
10 

FH 250 DATA 20i,105,2B3,201,lO,20B.L?.16? 
s 0 , 141,1/1. > & , 70.93,229, 16-9,0,141,0, 2 4 
0 

*A 230 DATA 141,1.710,76.15,220.103,205,1 
41 . O p Z10 , 15 9 , 1 3 £ , 141 , | , 7 3.0 . 7 3 . 33 . 2 20 . 8 
.0.0 


SETTING UP A VBI 

In order for a VBI to interact with the 
main program, registers mast be set up for 
the routine to use. If you look at listing 4.1 
you will see that 4 registers have been set 
up at zero page locations. FLAG (203) is 
used to turn the sound effect on or off 
(l=ori, 0=off). DELAY1204) affects the pace 
of the sound. FETCH 1(205) and 
PITCH2(206) are used to change the pitch 
of the sound, and VOL(207) controls the 
volume. 


18: - 

7RI : MAUI JHC Cl38t 1 ISPtKnf 

CO HU iifve l4i I I imvn 

4 0 ; I-tS I- Ml k ATARI ll'il H 

3 0 :FflK( 4 ‘>8 U-M D CT f f C I 6 

0 0 ; 4 . 4 A-T f a x 

70 : - -- 

00 * 20800 
90 ,UFI OBJ 

6l OO SET080 " 5^460 
8110 = 5^*63 

0120 flIJDFI r S3 750 
Ul30 R0PCI “ 537ftl 
0140 * LIB F 2 - 5 3 782 
0158 AUDBZ - 33764 
QlbP T'Lftfii = 263 

01/0 RELPV = Jf04 
0100 PITCH1 - 205 
0190 PXTCEIZ = 20 3 

02*0 0*1 = 267 


023* 

E.0A 

m 

0248 

5 T A 

COUNT 

0238 

VTfl 

COUNT1 

»?60 

LDD 

tl& 

B27* 

VTA 

BFLAY 

8 2 88 

LD A 

«lfl 

9298 

STA 

PI T CH ,1 

4300 

L4A 

m 

A-tie 

STO 

DITCHi 

0320 

L DA 

B18 

3330 

STA 

UUL 

036* 


SETwiI 

3173 

1*00 JMP 10QP 

3300 

IETVB1 


3 3 78 

LDA 

HC 

34*0 

LRY 

tlV*ff0UT«25S 

641* 

L&K 

nuBR0UT7?56 

*420 

■JSC 

SET6BW 

3433 

RTS 


94 36 

VBHOUT 


64 44 

L0A 

FLAG 

3458 

CMP 

HO 

04£B 

8^8 

ROUNDOFF 

3479 

INC 

COUNT! 

84HB 

LDA 

EC UH T 1 

04 90 

CMP 

DELAY 

8000 

9NE 

EMIT 

3319 

LRA 

no 

*52 8 

itA 

COUNTi 

6530 

10* 

r*CFl AC, 

*54* 

CMP 

Hi 

85 5 0 

8EQ 

50UHDUR 

0668 

CMP 


857* 

Ptn 

SDldNDDOHf 

9394 

EMIT JMP 5V5UBU 

B&70 

VOlINDDdHn 

0 £ 3 9 

frE8 

P IT C111 

0 910 

L DA 

PIT CM1 

3520 

CMP 

no 

663* 

0BE 

PLflV 

664* 

L0A 

Hi 

3959 

VT ft 

INCFLAG 

00 £ 0 

JMP 

VTS-yBU 

@674 

5UUMBUP 


666 6 

INC 

PITCHI 

06 70 

LDA 

PIT□H1 

0739 

CMP 

HL8 

471* 

6NE 

pl av 

6724 

104 

n0 

6 71# 

5TA 

INCFLAG 

0746 

JW 

SYSvBtr 

3 75 9 

S8UND0FF 

0 75 0 

LDA 

no 

6P70 

VTA 

AU0F1 

676* 

STA 

AUACJ 

0F70 

JHP 

SYSVBV 

8000 

PLAT 


8013 

4 AA 

PJTCM1 

9828 

S TA 

A1J6F 1 

081* 

LA A 

HI 2 6 

0840 

5 T A 

AU8C1 

0056 

JMP 

SVSV68 

4*6* 

LWtFLACi 

efih 

0870 

COUNT 8RK 

0 9 80 

5UUHT1 1 

BflH 


To set the VBI is simple. The accumulator 
is loaded with a value of 6, Y is loaded 
with the Lo-byte address of the VBI routine 
and X loaded with the Hl-byte address of 
the vbi routine. A |5R command to 
SETvbv (5B460) then informs the operat¬ 
ing system to interrupt the vertical blank 
process and iump to the routine every ver¬ 
tical blank. Note that a VBI routine does 
not use the instruction RTS to exit but |MF 
SYSVBV (58463). This has the effect of res¬ 
toring the values of the A.X and Y registers 
of the main program. continued overleaf 
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ifl -- - 

ae ;mc KiPfC COBE Lie^ant 
19 fO* St^vO Hi t H jniQO 
44 - for HE H USER 

SO J F A H T 4 " 6 0 U N D EFFECTS 
6* ; 4.6 EHFL0BE 

7* ---■ -- - 

ft* *- zip*** 

9-0 .opt oe.i 

OlOO 5E TUBU = 5H5S 

fill = 5ii«J 

112 # a-udyi - si7b* 

0130 AUBC1 “ S37bl 
0140 AUDI 2 " 

9150 AUDC7 " **763 

0i6e fitfG = 29* 

8L?0 OELAY - 2** 

8140 PITCH! - ZS1 

01?fl PITCH? - ZOb 

IJflB UQL : Z0? 

0210 LPA 

1220 9TA CflM«T 

023B *tP CQUHT1 

0240 LDP ttl 

*tSO ST* FLAG 

*?*b l oft ttJ.4 

O2?0 IT A OELPV 

#200 LDA AM 

0210 57* PITCH 1 

B3t* LOO 0O 

031* 5fft P3TCH2 

0330 S.D* HIB 

9 530 5T* V*L 

0340 J5fl SETUP* 

8 3 3 4 LOOP JHf L □ □ P 
030# StTV&I 
4 370 U4 B* 

6 3B0 LOY tt*flH0UT*25S 

03?® LfrH ttUBHOUf 6 


0400 

J5H SETVfiu 

0410 

RT5 

1420 yBRQUT 

0430 

Lbfl FLO* 

• 0440 

CUP U0 

0458 

0£fJ 5DUN&flFF 

*460 

INC COUNT 

0470 

LbA COUNT 

* 4*0 

CNF DELAY 

0410 

BNE EMIT 

0500 

L P a tte 

051* 

iT A COURT 

051* 

LDA PTTCH1 

0 530 

$Tp AUDFi 

• 546 

CLG 

*55* 

i 6A HI zb 

fl5*e 

AbC *0L 

*070 

IfA AUDG1 

*5*4 

BEE VOL 

0 5 70 

lda mi 

*6*0 

et» »* 

0610 

B HE CHIT 

00 2 0 

LDA nw 

0 6 30 

5 TA FLAG 

0049 f:xrT JNP 5Y5VBV 

065* 1DUNBQFF 

*656 

LDA f*0 

0670 

5T A AUDFI 

9 6 B* 

Df-ft AUBCl 

obt* 

JNP 6V5U6U 

4 POO COUNT BRK 
*71-0 COUNT i *R* 

Above 

- Listing 6 

Centre top - Listing 7 

Centre bottom listing 9 

Right 

- Lifting 8 


LK IB *Fh —- - -- 

MM 20 REH HflCHIME COPE LlPB^V 
fP 30 PEN by 4teph*n HilJjBwsoii 
rfk 49 REH for HEN ATARI U7fcll 
PF SO REH PAMT * " 50UND EFFECT 6 
A 7 6 0 HEN 4.7 fHPLbDE 

NT 7 0 Ft* ———. 

EC OP tOSUB 140 
OP 00 FLflC = lrtELAV~M 
CK too RTTcHi = MrPITCHa=o:iKi4-10 
CF a, i O A-IK) H c A P H c F KPLOPE5 I , A-BO* i TLAG , PEI, A 
I r PITCWt.PITCH? f U0L1 
IL 120 STOP 

011 130 fiFM L.GAO ME OAT* 

MP 140 DIN E K P L DPt 51 I SOT - *E 6 T OPE 
flV 150 REH LOAD HC &flT* 

7 l 1GO FOR 1=1 TP 128 

HO 170 HEAD O:EHPLO&Eill P I^-fHRiIAJ 
AO 100 HtKT I irtPDn^ftDHltHP^PPE^T MV 
2P IDO ft E T tJ 0 N 

DO 200 PfiT* 104, ib? . *, 141,137., 7*, 1*1,13B , 
70,104.±13,104,IS4,133,20*,114r t*4.1 S3 
,203.104 

H.U 210 PA f A 104, ±33 h 204,104, 104,131 p I4S . t 
04,104.HI i 206.104 p 104, 133,2*7,IB?,6.1 
04.201,166 

OF ??0 BATA Z90.32. 02.221 h ?P , 165.3:03 j 201 p 
8,2+0,43,23S,117,78,±71.137,70,137,204 
, 208 

VC lit P*TA 30,19?,0,141 p117,7®.165,205,± 
41.9,210, 24,±01,12 8,IO±j207,141 pi,21«x 
1TB 

*W 240 BAtft 2*7,165,207,201,9.288 ,*.±**hB 
,13 3,201,76,05 j 220,163.0,141.0.2±0,141 
KA 250 OPT* ±jI11,?S P Hj218jt.B f B.S^-°i® 

,0,0.0, 0,4, 0,9,9 


L w 10 RE.tf ---- - --' 

H H jfty R[M HAL HI HI I-0OE LIBRARY 1 
mM TO REN , S4PPb* ,, n Hill? 4«5ofi 
«K 4 0 BFM tor NEW OlpRI DPtO 
Pfj RCH pad 4 - SOUND FFFE-CT 'y 

DV 60 PIN 4-? OLftRM 

HP-' 7 0 REN -* ’ --“ 

oc 0 0 60* LIU 140 

0* TO F±PC=llOCLPVTl4 

LA 1*0 P r TC H P “ 12* I P T 1C 62 -64 ! U 0± - 1 ^ 

FH ill o=U6HCOOPlOLARN?J ■ftBBT.FLAG.PEkftV, 
PITCMl,PirCHl2,Prtl.T 
TL 1 Zd STOP 

(HI ISO HLH> L0AP wf) DATft 

JO 140 6IH ALOHMS€1201-HEafOBE ZB® 

QY J.5S OtN LDAP NC OAT A 
IL 160 FOR 1=1 TO itB 
EH 170 flFftfr A ; Al ARMS II. U=Cfl»STft3 
LG 1OB HE Mt £!AB D R=AB H C AL P&M2 1 + 4 B 
7 P 120 PETURN 

OZ 200 DATA 104 , Lb? . 0*141 . £50,7ll . 141 , ISl , 
7B,104.134,200.104r133,20?,104.104,113 
j203*104 

BU £]b DATA JflA , 133,204,104.164,13?.205.1 

04,10 4 1 133,104.10 4.1*4,133,107.16 ?.*,1 
64,20?,16& 

MF 210 OATA ***.32,?i.32B.*6.***#2W5,afll. 

A,24 0,66,2 33. Lbb.70 J L7 3 r1*0,7 6. 1? 7 ,2*4 
. Z*t 

Zi 230 OPTA io,16?>«Jl4i„150,70.17S F Lbl ,7 
fl,l»l.O,*4H,-7,2 01, l,24 0.1?,76.-3 5r2ZO 
| VL 240 DAT * 16?, 114,141, 1.21*. 16= « ZOi r ML 

,0, ?10p2S6, 

L IP 260 DATA 210,Ztt,151.7< r 7b.?5.223,16?. 

B,LJl,B,2lt,14±,l f ai*.7&.?5,2ZB,0,fl_ 


|( ,_. - - -- 

20 :HALblHE CODE LlOHAPV 

Jt ;BW Itevf N. I I k4M«On 
40 ffOP HEH ATARI M^F» 

50 3 PART 4 - 50UHB EFFECTS 
Ob - 4 . a ALORH 


70 : - 

00 

#7 

2004* 

i-fl 

, OPT 

OBJ 

01*0 

6 F¥*WV - 

6*4 60 

0 L 1C 

ITibBU s 

38461 

0120 

AIIB-T1 I 

55700 

0130 

aiUOCL =■ 

53761 

0140 

AliOFT ” 

03/62 

*150 

AUD CZ = 

05763 

0ib* 

FLA E - 

203 

4170 

DELAY = 

2 64 

*190 

PITCH! = 

: 10-5 

8118 

PLTCWi = 20b 

*200 

VOL = 

29 7 

• 2ia 

LDP 

It* 

i 2 2* 

ST A 

COUNT 

023* 

514 

COUNTt 

0¥4O 

LDA 

tt± 

0250 

6 Tb 

FLAG 

026* 

LPAi 

H i * 

0274 

»TA 

OF t. AY 

02*0 

CDS 

HI 2 6 

0Z7O 

5TA 

PITCMI 

*3*0 

LDA 

«64 

0314 

610 

PITCK2 

0320 

Lb A 

AL* 

*330 

5Ifi 

VOL 

034* 

J 3 R 

5ETVOX 


0340 LOOP JHF LOOP 
6360 SCTUOI 


0T7O 

LDA »b 

9J09 

L D V JtUNHOUT A2 55 

O3?0 

LfrK HUDHDIJT7 2S6 

04 0* 

JSR 5ETD6U 

041b 

RTS 

*41* 

vbrqUT iflft rLflt 

9434 

cm tt 0 

144* 

BE Q ^OU N DOFr 

9460 

INC COUNT 

04*0 

LP* COUNT 

14 7* 

CMP D^LAY 

0 4** 

Cl NL EMIT 

04 40 

LOA Bfl 

05 40 

5TA COUNT 

0 610 

LDA CDU0TS- 

*520 

CMP #9 

05 5 0 

060 SOUNO1 

4S40 

Cl# fli 

0554 

0 E ED &DUM02 

0560 

EMIT JW DYiOBb 

0 5 70 

D0UN01 

060* 

LDA B234 

0510 

5TA AUDC1 

0600 

LbA FITGM1 

9610 

6 I P AUbFL 

B0ZO 

INC C0UNT1 

063* 

JMP 3Y5UBU 

0640 

i*UN07 

0650 

LPft PTTCH2 

*66fl 

11* AUDFI 

0670 

DEE CDURTt 

0690 

±MP ^t6VflV 


0600 -idUHOOFF L BA TI0 
07*0 ifA AUBF1 

9710 'sip AU0C1 

0720 J HP 5TSV6V 

0 73 0 COlIHT *RK 
fl 7 4 h COUNT ± O H K 



EXPLOSIONS .. GUNSHOTS ... 


USING THE ROUTINES 

The FOOTSTEPS VB1 routine uses a coun¬ 
ter to access one of 3 operations ■ turn the 
sound chip on using the value contained 
in the register PITCH 1, turn voice 1 off, 
then sound the PITCH 2 value. Normally 
this operation would occur every Vertical 
Blank {every 1/50 second), but the DELAY 
register is used to slow things down by 
exiting the routine until the value of a 
counter (COUNT1) is equal to the value 
found in the register DELAY. 

The routine will run as it is stands. When 
used within a large program use it as a 
subroutine. The simplest way of doing this 


is to use a JSR Instruction and put a RTS 
instruction at line 370 to return to the 
main program. Try altering the values 
loaded into the registers (lines 230 to 330) 
and see what happens, If the FLAG is set to 
a value of zero then the sound is turned 
off. This means that voices 1 or 2 will be 
switched off every Vertical Blank. If you 
want to also include non-V6J sound effects 
in your program then use voices 3 and 4 
or cancel the VB1 by using a similar set 
VBJ routine as in lines 380 to 430 of listing 
1 but make the VBI routine simply )MP 
SYSVBV to cancel the effect of the sound 
VBI. 


USING WITH BASIC 
PROGRAMS 

Listing 4.2 is the source code for the 
machine code data to be used from within 
a BASIC program. The first part (lines 270 
to 480) alter the registers by passing para¬ 
meters from the BASIC program. This 
maintains the flexibility of the machine 
code routine. 

Listing 4.3 is a BASIC routine that loads 
the machine code data to a string vari¬ 
able. The code is relocatable and will not 
dash with any other memory area that 
your BASIC program uses. This means that 
the actual address of the Vertical Blank 
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29 J MACH INL GGOt 

30 ! Bv itQVC Hi I I i. dPlfaCHT 

4 4 ! tfir Nf H AT Aft I I15ER 


50 fPART 4 - SGUHft FFFtCI 

t,« ?4 ■ S * GAR60M 

■r w ; 

m 

*7 

200 0 9 

99 

. OPT 

DO J 


-jflftBU T7 

50459 

WJI6 

5V5WOO “ 

E9463 

9125 

fi uftl 1 - 

5376ft 

0139 

Aftb n i - 

53761 

9140 

A-uprz = 

5376 V 

015ft 

AUPC2 - 

53763 

0159 

FLAG - 

2 03 

93 

bei.Av = 

204 

blftB 

PITCH! " 

' 205 

ai»e 

PITCH2 " 

; 206 

9 7*a 

UOi. “ 

207 

alio 

L&A 

419 

9776 

5TA 

COUNT 

0210 

ITA 

COUNT 1 

9 240 

L&6 

MX 

02$0 

^?A 

FLAG 

0Z6* 

S .6(1 

m 

*279 

5TA 

6E L A V 

0 Z ft9 

tOA 

rt6 


^ TA 

RTTCHL 

6349 

L6& 

no 

*119 

51 a 

PITCH2 

912 9 

L&a 

HI 0 

ft 116 

Sift 

DHL 

914* 

J5H 

5ETBDI 

9350 

L. U D P JHP LOOP 

936* 

E Tftfl I 


0370 

L D-A 

415 

935A 

L6V 

0U0ROL1T&ZS1 

63 9 ft 

Lb K 

ttU B ROUT / Z 56 

9440 

J5R 

5ETVOV 

6410 

RTS 


0470 

U5RGUT L64 fLM 

#436 

CMP 

HO 

6449 

9F0 

66UNDOFF 

445* 

TNG 

COURT 

04 fa 9 

L pa 

COUNT 

94 7U 

CF» 

DELAY 

0 460 

6HE 

EMIT 

04 99 

Lftft 

EH 

0590 

ST A 

CDUMf 

05 1 ft 

LOft 

3 3774 

BE 20 

ST A 

6U&F3 

063 0 

L D ft 

B234 

0540 

ST A 

AU PC l 

055 9 

Eiiit Jt* 

055 0 

sound orr 

95 76 

IDA 

HO 

0609 


AfIDFl 

959fl 

ST fl 

ftUBCl 

4166(1 

JHP 

sy sop y 

0619 

COUNT DHK 

9&?6 

COUNT 1 

BRH 


Above - Listing 10 
Centre top - Listing 11 
Centre bottom - Listing 13 
Right - Listing 12 


routines will change according to when; 
the string FSTEPS is located in the variable 
table. Line J 80 of the BASIC listing calcu¬ 
lates this and assigns it the variable ADDR 
which is then passed to the machine code 
routine line line 110. Note that when the 
program stops at line 120, the sound effect 
still continues, demonstrating that the Vtf l 
routine is independent of the BASIC 
program. 

To use this and the other sound effects 
routines in your own programs, it can be 
switched on or off, once the machine code 
routine has been set up, by altering the 
value of the variable FLAG (l=on, 0=off) 
and repeating the machine code call in 
line 110. Try altering the values of 
PI TCI II, PITCH2, DELAY and VOLUME as 
well and hear what happens. Normally 


Ltf ID REH --- - 

MW 7ft VIFH MACNTHF CIUF L S BftrtfrV 
HP 30 ftEH hy wini 

4CK 4ft REM far HEN ATARI USER 
Pr lift RfcH PART 4 SOUND EFFECTS 
OS frft Ht.H 4.11 MftRfrftM BflS 

MT 70 HEH ■■ - ---- 

OC lift 1*0 

TO ■>€! rLhE = JL eDELAV-4 

LT 1*6 PITCHl-ft^WUL=1* 

MI l ift A=USG (ADR [RAMftf 1 , ADDR r FlA£, tFt A* P P 
ncwi pPiitHi, uolj 

11 ±ZO STOP 

OU 111 RCH L0AP KE frflrfl 

LG 14ft DIM RAHOt CLOOI ! RESTORE ZOO 

Of 15* UlH LOOP HC D63A 

YQ Iftft FOR 1=1 IB 1Oft 

CO 17ft HEft D * : flftH&i *1,11 Ift) 

ft* 140 Ht HT I;mH-APRtRAND$)t4tF 

ZR lift RETURN 

PF 7ftft CAT a 494.152.ft. 141.123.74.1+JL.12 + * 
7ft* 1 6 4 *13 3, 290 j 104.1^,1^9,144, 104 P 13 3 
,201, lft4 

KU 210 &*¥fl 104 K 133.104.104*104, L 33, Zfl5i-*1 
04* 104 i UI. 2ftEj 104,104 r 133, 707, 104.4,1 
ft4*20)*LAC 

40 21ft DATA ZBBj 32 * ?2 * 220 *SEj IfiE, 703 * 201„ 
9*240*??* 219 *1,21*70j171.113.79.197.2*4 

*?•« 

UK 23ft &ATA IE ,169,9*3+4.* 423 »7*>1?J>1«* 21 
*,1+1,*.11»>149,774.141,1*lit,76*99,11 

a 

CJ 2+0 DATA, 1BVB, 144j0j 71* * 1*1.1,21**76* 

95*lit * 0 r 0J 0 , Bjft,ft*ft*0r a 


LM 1* flew ----—-- 

HW 2* REM MACHINE COAE LIBRARY 
MP 30 RED) fay MlTPhfO WiJi^ftHSnn 
HK 4ft ftEH far HEH ATARI UlfR 
PP So HEM PART 4 - laUHP EPF EC ¥ A 
Ufl 5* HEM 4.IS £MG2H£ 

MF 7* BEK---- 

BC Oft 501 LIB 14ft 
MG ftO FLAG-? 1 l DELAT = B 
DM Iftft ftEH 

NH lift A-USHt ADR lENSlHEJI * AbDR * FLAG , DELAY 
1 

TL Iftft 5Tft* 

Gy 139 PiM LORD ftG OftTA 

LM 1-4 B ftIH ENGINE*(1*91 I RESTORE £BB 

□V iftft REM LOAD HC BATA 

AT 109 rOR 1=1 TO 14ft 

OR 179 READ ftlfNGINEf Cl P £)=CI4ftf CAi 

CU Iftft HEHT I.! ADbrt = Rftfl (ENGINE*) 434 

IP 199 RETURN 

Ffl 19ft ftATA 104 *169,0,141. J-6G * 79,1*4,111. 
794.104.133*109.lft+.104 r 133,203,104,1ft 
4*133,20+ 

EM 219 BATA 169, 194,1S3,205 * 169 h &, 1G4.203 
,1*9,295*52,92,22ft,76,Z6&* 203,241,9,2+ 
ft,02 

MM 2 2B DATA 236,1GS* 7B,i73, L65* 7B* 197 *204 
,290*59*113 * 0*141,16ft* 70*173,129, 2.101 

,14 

*U 230 BnrA ?4ft, S r ifll r U r 740, 1,0, *01 P ±5.7* 
0,30, 190.206*lbE, ZOft* 201 * 64,209,22* 169 
* 5 5 

ZL 2 40 DATA 133,2B3, 76,9ft* 220* 21 ft, Z03., iftft 
,293*2*1,155,20ft.7 r 169*164,131.245,76. 
95,22ft 

Hb 259 DATA 165.7*5,141,9.. 21ft* 56* 233,1,14 
1,2*- 220* 169,151" r 141x1.71». 141 r 3 r 21ft r 76 
Va 960 DATA 9S,?7&,lb9 r U r I41 r 0,210 r 141 r l r 
21 B , 76 *. 9ft * 2 2 6 * R , 0 , H j 9 * 9 * O * O 


the volume should be between 2 and 14 - 
any other value will give strange effects. 

TYPING AND SAVING 


[f typing in the routines, save Them to 
tape or disk first. Any mistake in the DATA 
statements can cause the system to crash. 
The programming techniques used to cre¬ 
ate the OCEAN, EXPLODE, RANDOM and 
ALARM routines are similar to the Foot¬ 
steps effect. 1 have not included the source 
code for use with BASIC as they use the 
same method found in listing 4,2. 
F.xperiment with the routines, If you set a 
low value for DELAY in the explode sound 
effect it will sound like a gunshot. 

The engine sound effect (Listing 4,12 and 
4.13> uses a joystick to alter the pitch of 


10 } - --- 

Zft ; MACMINT, Ci>R* 1 iftfidpf 
ifk jhy itfur Hi 1 i. i-insOh 
4ft ; fur hF'M ATARI USER 
19 ;PAftT 4 - SftftHD EFFECT* 
40 34.12 ENGINE 

7(1 J-—..... 

BO K- 29ft0W 

90 .OPT OBJ 

0 10ft VEIlfBV = GD46* 

0i| | FI 5-YSUBU " 56463 
ft 17# Atl5 F L - 5 3 7 & 9 
0130 uUlC.l = 53761 
4>]4U nub F 4 ~ 53762 
0156 itlfrfS “ 53763 
916ft Ft AC T 203 
0 f 70 OFLAV = 294 
9Lft* FlfTCHl - ^95 
9199 = &I2 


U79* 

LP A 

we 

02 IB 

S T A 

COUNT 

9270 

IDA 

01 

4J39 

^Tft 

FLAG 

6749 

LOA 

HQ 

07 5 0 

6 T A 

DLL A Y 

6269 

L DA 

Ff 16 4 

977 0 

ST A 

PLTCH1 

470 0 

JSR 

5ET401 

0290 

LOOP JHP 

: LOOP 

9300 

SETVDI 


931ft 

a DA 

ttb 

A 376 

L AY 

HlfQRDIfTAZSS 

033ft 

L6TC 

suBnoiiT/2$6 

4344 

J^B 

SFTUDY 

035 9 

SIS 


034 9 

406Our L*A FLAG 

9 37-ft 

CMP 

HO 

01*9 

BED 

SOUNDOFF 

93 90 

INC 

CDUHT 

04ft* 

LB A 

DOUHT 

0419 

c tv 

BELAY 

0479 

9HE 

EMIT 

0439 

L DA 

HO 

04 4 0 

STA 

COUNT 

94 5 0 

L DA 

ST2GK9 

94 60 

CHP 

HI 4 

9 4 7* 

0EQ 

ACCELERATE 

0400 

CMP 

H.U 

0490 

BE a 

B9AHL 

0500 

CMP 

H10 

051ft 

BE O 

SCUM* 

957# 

ACCELERATE 

053B 

DEC 

PIT CM1 

65 4ft 

LBA 

PittHi 

055 0 

CMP 

HE 4 

05-00 

BMP 

S 0 UR D 

ft 5? 6 

L DA 

H6E 

ftSSB 

S T A 

PITCH1 

957* 

.IMP 

5YSUB4 

4606 

fiOAKF 


BM0 

X HC 

4TTCH1 

D0Z0 

l Dr* 

P-T T C H J 

9B30 

CMP 

H105 

ftb+# 

0MF 

SOURD 


l.*A 

tt!64 

05 50 

1 C 

PTTCH1 

05 Z9 


0YS9OU 

000 9 

SOUND 


9600 

L D A 

PITCM L 

O?00 

ST A' 

AUDE1 

4210 

51 C 


9 72 0 

SBC 

HI 

0710 

5 T A 

AUftFZ 

0 74* 

I Dm 

H106 

9 f54 

STfl 

aim;: i 

9 700 

STfi 

Ijllftfl J- 

OM4 

(HU JMR SV606U 

9 ^59 

5 0 UNftftFF i ftn MB 

ft ? -3 9 

ST* 

AUi>*-‘l 

ft&9 9 

ST* 

ulJI>H. 1 

4MJ 10 

Jtw 

s vSuhij 


ftfi 7 9 I'tlUNT HH K 


the sound, This has obvious uses in □ car 
or motorbike game. 

SOME MUSIC 

The final routines (4.14, 4.15) show how 
to add a simple tune using two voices. The 
data for the tune is found in lines 760 to 
790 ill the machine code listing unci lines 
310 to 360 in the BASIC routines. Each 
note of the musical scale can be repre¬ 
sented by a value between 0 and Z55 (see 
your Atari manual for a list of these). To 
vary the different length of time that notes 
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28 


M 

A 

C 

H 

I 

N 

E 

C 

0 

D 

E 

SOUND 

EFFECTS 


10 : 


20 ; MfHlttE EDDE L JORttMt 

JCfl S BV S-t^vr Hi 1 1 i dnb-UM 

in r MFri ATARI USER 

6# :pQWf A ~ SQUAD EfTEtit* 

6* ; 4 

. t4 TUHE.L*T 

76 3- 


8# 

28804 

34 

.DPT 60 J - 

0144 

SETU9V - 0640# 

0116 

3YSVB# - 544*3 

612# 

AUDfl = 53766 

0130 

AUPC1 = 53751 

03 14 

AUDF7 - 53782 

*190 

AU&C? 77 5175 3 

0194 

FIAC ~ 203 

#170 

DELAV - i 04 

0100 

FITCHL - 265 

4l*P 

PITCH2 - ?#* 

#2 00 

U01_ = 147 

#710 

3 T 9 PF LAG = £ 8 * 

6724 

L6A B8 

4234 

ST A COUNT 

*24# 

5TA RDTECAUMT 

0 2 38 

LDA *44 

42*6 

STft )TD#fLflG 

0174 

LfrA tie 

024* 

7TA PELAV 

0270 

LM HI 

■ 304 

STA FLAG 

0316 

4.4A H6 

0311 

L*Y f|il#R#tfT*ZB6 

H» 

L4M BV6ROUt72Sft 

*3 40 

J9R 4ETM*M 

*3*0 

1T9P j* ard# 

*3*0 

*tR6Uf 

6 X 76 

LDA FLAG 

4384 

CMP ttf 

4174 

0E9 5QUN6Pirr 

446* 

INC COUNT 

0410 

LbA COUNT 

4434 

CM* DELAY 

4414 

SHE EK3T 

4446 

L#0 *fl 

■ 44 0 

*TA CCtJHT 

0 45 0 

Lb-N. MOT EC CUNT 

*070 

LDA ruNE*#TR,H 

*4*t 

ST6 AUOF1 

4474 

LDft TU8E*#T#l,Ki 

4844 

)Tft a mrt 

481# 

LDA M234 

4614 

)TA AU 8 C 1 

0334 

L#A UZXZ 

894* 

ST A ALiDCZ 

B0EB 

XMC ROTECOUNT 

0 054 

L*A HDTEOOUNT 

6 sr« 

Cf0P STOPFLftQ 

#5 9 0 

INF EMIT 

867* 

L6A H* 

■ 6*00 

3TA hdtecvunt 

4OJ.0 

eitIT JMP 5Y7MP# 

0824 

SOUNDtSFE 

4438 

l. DA MB 

464# 

5 T A 0UDF1 

0440 

STA AU&C1 

8640 

9TA AU*Ff 

04 7# 

ST* AHOC 2 

4448 

5 Tb CDUN 11 

0B30 

JMP St*UBv 

0 788 

OOUNF BAN 

#714 

NdTECuuMT DAK 

0720 

OOuHT1 OAK 

4?3* 

S -“-“■*--“ 

' #700 

;6ATA FOR TUNE 

675# 


#7*0 

TUHEBATA .ftrtE 0 r 41,81.#1 .)*.)*j**h« 

1 

,61,01,34,* 6 ,74,121.I?t.1*1.105.1*3.3 

* 

,*1,31,71 

0776 

. BVTE 106, 1** K 109,91,81,41,*6,34 


7t,lll.l?i.i?l,121.n1 jL 2 i 4 izi,iziriz ! 

1 

.121,#.#. 8 .a 

0788 

TUHEDATAl . DVT E 0,00,46,40.75,35.3*. 

68.48,#8.3B r 34,38, 12 0,li#,128,1*?,IBA. 

38,78,30,30 

#7)6 

,OVTE 107 r 1 A7, 1#7 r 90 r 00,60, 35,*3 


75, 12#, S78.lia.t26, 12 0.1 20 , 120 , J.Z 9, 1 Z 

0 

,120,120,0,0,0 


Above - Listing 14 
Right - Listing IS 


l.K l* --- 

H* 26 IHErt NACHZHi CODE LIBRARY 
HP sty Rt£M #8 S1 hf*iph HilLlAnOtift 
fctf 48 R£M f-RT MEH ATARI USER 
Of 1 RFM PART 4 ■- "SiD U*H1> HFFCCT5 

MV hO REM 4.IQ TUNt 

Hr /# Rem ---- 

rp m TUNEtl 153B ? IUNEl = lE3«tlZ|| ; f 

COSUB Ufl 

lit 39 l-LRO-1 l&ELRVrfi 

HP 144 A^USRCftCliCIUUEtl, ADDH.rLflfi^PELflTf^l 
FLAG) 

TJ J, 11 5 TOP 

m 12* PCM LOO* M# PRTfl 
K¥ Of DIM TUHEtU«0) 3 RESTORE ±40 
014 14* HEM J_DA» WC RATA 
OR IS B FOR lit TO 14* 

S8 16# READ A : TUHE*FT.TJ ^GHRtid? 

UH 176 RENT IrADDK^ARRtTURES1 +37 

th ido reUTore 224 

VI ±74 FOR I=* TO SFLPC 

AF 244 REAR A : POKE TUMtfitlj A I MEPtT I 

TE 210 TOR 1-0 T& )#LA£ 

Et z2S fl£A* A; POKE TUNfTi+ 1 >d lHEHT I 
2E 25# RETUR* 

JE Z40 DATA 114, UT P ftp 141,19I.7944Ii 154. 
74.1*4,113.2*5.1*4*133*ZOO,104,104,133 
,£03,184 

r.J 2*0 04TO 164,133,ID* r 1#4>If4.133, ±##j1 
41,4.144,246,ICG r 2*5.52 j7» j22?^3*,1 #E, 
2*3*211 

LC 106 DATA 4*148, Bft,£S0,l92,7«,17:X, 153,7 
B,1)7,104,106,49,16),4,141.153.74*174, 
104 

JO 274 PAT* 70> 10*^0,6, Ml, «,2l4,144,126* 

4.141, z,, ZlO, 14*, 144,141 ,1,214, 164.132 
HH 206 PATfl 1*1,3,140 > 230,15 4,76,17 3,1*4 , 

TO, 1*7, 244,244, S, 147, 6,141.1M . 79,76,5 

5 

FH 2*0 RATA 120,16),6,141,8,216,141,1,214 

1141.2.219.141, JjJISj441.1E6,70,74,45 
VJ 300 DATA 220,0,0,0.0,8*4.4,6,6,6,0,0.9 

,6,4,6,6,4,6 

-IM 310 BEK TUHE* P&TR 

Z5 3 20 DATA 0,01,91,41.76,*6,*6,61■61,61. 
*0 , 35 .34 h Hi,1.21,121,104.16) .76, Si,71, 
31 

OF 320 DATA JOB,iflfl,q00 r a1,0i,.01 fc 36,)*,36 
.OlOft.121.121,111,121,121*121,121,1 
21,6,0,0,4 

FfF 34i HEW TUN51 ARTS 

PM 364 DATA 6,48 , 48,0# , *5 , IS , ) £ . 06 . £8 ,. 88 . 
*H,15,36,174,120,12#,107 r 14l f ?S. 76,7*. 
44 

*¥ 460 BATA 147_107, 1 #7.0*.fl*.#0,)5 h 3*,46 
,124.124.178, 12*.120,1ZO,124,126, 126,1 
26.120,0.0*0 


are sounded the data for each note can be 
repeated. A value of zero means silence. 1 
am not a musician so the tune demons- 
trialed is just a simple nursery rhyme, but 
the technique can be adapted for more 
professional sounding music. 

The routine can accept your own com¬ 
positions using two part harmony by alter¬ 
ing the data statements. The machine 
code only version can accept up to 256 
notes for each voice, and the data for use 
within BASIC tan use up to 128 notes for 
each vaite. The value of the register 
STQPFLAG or the variable SFLAG must be 
altered to the required number of notes. 
The BASIC version loads the note data into 
Page 6 {addresses 1536 to 1792) which is 
normally not used by BASIC. 

These programs show how sound effects 
can be created without much effort. If you 
are a machine code programmer try ex¬ 
panding the routines - you may end up 
with your Atari sounding like Pink Floyd 
or Tangerine Dream! * 


* 
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33 Ormskirk Road* Pres ton ^ PR I JQP 
Open M?n. - Sat. &.3Q nm to 5:00 pm 
Z&wAar eiMftt/ricx n't-'Zeom£'r 


YOU CANT AFFORD TO SHOP ELSEWHERE LOOK AT THESE PRICES INC .VAT 




fbi* dimpim fui jpvea jcvh cf TfcD kup^&ri fc Aiwl iu>i Lhdr inmiia *1 35 CkWIi-fc (U»4 Pn^iiMi. Nkb- Iran ibw M«il C^hr jr^Ow lh*y c#n ofTw ircomJ >e nit 'wrrrei ta it-cn -LWjrrtrywBJiijMI toft* awl iirt 1 
ud fulls lealprior to- punch***-to enmc ihn reiirid j,wg nr* pihinie uf ltepui All » mpjKwid by wr mi iclr cnainccn M-lhil quick lurn around ei 4IE refnin ii KiurinlKd There in no hidden uhi *'V5IWYC. ALL FRICL5 INCLUDE 

VAT A~ST> DELIVERV ■&■ nvtr llQfl tHwhlwl IJK’kiwU dn* t" - * " 4 * J ** 


Air priwi ptt ■.-rural ii tin; nf twni lu prai im4 ¥i mbjert to cImh robjioul jrjar ftotiM.Plwne far Itoartprictt, happy to help.1 


Midistudio £99.99 



:££; • -IB pu, .1 U‘JJ JIB Till: IHj 

SlEMSJS M jSlS JIIS. 



■ will give Steinberg's Pro 24 a run for raofjcy * 

ST WORLD March 89 

MidisUidio L* flu sttrotlivch priced HO true * Milk Sequencing padtHge. It «m 
petDrd >i|j ip b§2 btra pur jjhrHstfpJdNrnl on yp to lCHJ ptirarei, Any phrase 
Lhn t».- pIsAcd on any track- Tracks Lin be ido*4 and rniited and tracks ami 
itfine^s van named Progr-nm numbers tan be dtwtBpcd in n wnrikly oF 
Witti including 0-137, M2S* jn bank* frTwp JiH-bBS pr nQ1-b£4. Tlw 
fenLur-e^ *Liders Ip re! rrinlLve on i/htli track nml you tan even 4 L 0 

ri mix. Oft ihu Us. Mtilbllidio h;mi I■.!_-■ a lIulA t-u dL»pLHy Ihv length of’hu 
Ue playback. Mkk&iudio h*$ stvp lime po^e edil ^umtioits LiK-LvdtiiE «vy, 

ifilil, rtitzgL, Hppuftd, Hnd IrnntiooiL, vtduLctv udi1ingi.i nv|tuJLr^ a hL.rTiaii.-u 
(uhaIkuL foil vonlrolliff ftlirini. tjuhnd^ins find i buEFor whbih will ^lore n 
Lcppy pf a phriPiu 1 f^r TijLilE :i|jig-T degiruilhe edLlirty,- L^fflO disk jE3^99 


8 Bii Hard ware Sofi ware 


Alar! 2600 VCS with jojGiitk f 

Atiri Pi XE a’Hrlor pud LiKEurk3- 

Gfunes, yirt rik k ruid ibli rtt-wdor. E79.90 

Alwi XE VCS G*mea P 

pyslid, ligjIiL yon £99.^ 

IXJ.XE sIhtIlt jjfU v. LnoludA 

Gfunm. josiltLk oind dhL.?. jixwDcr. f 119.99 

XF551 5.25" Disk Dri^ far XE r 
XL syslemb £16%.99 

XC12 liiln roLoriir 62^-50 

Irik bull £9.99 

PRO S000 joyilkk 

We hold »1ixk of &pproi 300 liiL™ iot the atari Shit 
[rachitic* in cwirid|tc P Jo4c and curette Eonnulu. Ptenre 
read SAEi for I udl catiFeguc. Wt abo slock Lhvr full 
nnme or Atari ft bit ptfiphtfuls. printer imerfaues eta. 

Phone for best prices 


Free delivery [MHLnihiTd LX only! on ordeft c^'er t'40, 
ftr orders uiwkt S40 ndd 


A4 fiat bed Scanner £499.99 

LuifLiroku Crjm^utinjj'i A4 Flal bad SLinnur U a great 
Valin. - Shuiult y< kiLh ivnra at 200 dpi. BrLn^j high qua.:LU 
canning In voj r homu fw Desktop Pyhlishing 



SCAN AT UP TO 1000 DP! FOR ONLY-yMf- 

Demonstration disk (low res) £3-99 (£2-00 rtiiiifn'ablc) 

The Lmsge St^nftfr fPin provide high quaU^ ^rapliiLa rjigitbiing I'oe h lenlh 
□f lbs v™c of Dihisr digiil^rs. ThU simple urst plug* into llie L^rtridit^ j.sort 

OF hie 5T anil aX/i-Lpti aLailntiJ LnEuriTialEon via ijpluai Ljbua wi:ti Fts, easily 
Id tha buad cl Any gainler. Scrmned itrages bs H«fll in rsw ^lk s DejHS 
.^^heome ^nd IMG f-ormath, ukad \<:t DTP HtLcirva. The Scfl^aru 
suppGrCs sLiinTiing rwoiufljom of 7^150.2 L$.200,360 nnd 11)00 dott pec inch 
hori^onmlEy. An e.umpie dbk is. ftraiUibLc wlhh.-h iwUdni a a-lida ihan uF 
tow rusL-iludon ioiages ^nnesj with lhii produxt. Tl^- co*l oF this iSisk i^ 

0 . 99 . f 2.00 of which ia ruduLimabLu (Mi purL'haav nf a ml miner. 


New Low Price Printers 


Sim LC 10 £169,99 

Siar |_C' 10 Colou- £219.99 
Su LC 24fl0 £299.90 

Ei»Pft LOSOO £319.99 

mm 1200 £139.99 

SLM SIM Laser £10^.99 

Suu MpuL'lpil cIFuts for STia Pmfvjuii^ral Munus prir^urs. 

Ftfflff fw tflm&i All Pfinl^ LOfii^t-ic wirl: Public! l^Wl. 



Peripherals & Dust Covers 


3.5" d:ak taT l 
CHF Tabltfls 

H-cwk ^Hnner 
I raker balLlST- 

J m di*k box 

PK:til fur priLvi un aLl -SIG-N-A prixIdL'M auch. .ls t 'njibri hand M'Hnner 
*ilh or ixtthPiiC W.K. 5igmim 2. Aufur OCR, 



£5.99 

L'umpuCun- 

£3L99 

A4 

£414 

.Vtonitors 

£4.99 

A3 

L8 IS 

Bilk Urivu?. 

£2,99 


£1250 

Hard Disks 

f4.99 

ligai) 

L24.99 

^inters 

£7.99 


£9.99 

Others 

ph ore 


Hard drives 


Vortax 40MB(ST U Amisfti £W.99 

MegnFtLe 30 LSD £d74.99 

McgiiEiLe 60 LST^ £399,99 

Si^inL 30>1B ■! ST'I £474.99 

Third Cwil 65 MB (SO £374.99 

^AmupLJ 1619,99 

Ladbrokc Computing 20Mb drivt (ST) £259.99 



Monitors 


SM L24 MorochrorTW Monilw. £99.99 

5C 1224 Colour Mortilee. £299.99 

Phillip SKU Colour Monitor- £249.99 

Multuyrh' ^Lolv .Munitorv £Plwmf 

ITiUlip* 13" Kemolc, Sent. Tv utili 
4U iLthtf pfestb. £229.99 

Monilors. d^lucr UL 1 if booghi wilh Compuler vkiowt For TvV 
ALl fttertttori csttie with atari t* STfArriciiP! ely. 



Disk drives 


C'L*nai5fi I Mg l>ive<STJ...,..ift9.99 

Cuniaria ihturnal LMg DrivelSTl 

(fell or nned i ......£74.991 

Pls«e jiopc SFs coae tnH> need ^Piling for 
above intL-rnal drives. 

Amiaa. 1 Mg Drive. 4s"We *»il^h & through port „ . .£79.99 
Am bool gwitch ilitl«S?iSTi......£24.99 



Special Offers 


Mvgy.trt'lu 

2 Mb. t T»id«iL foils. HP, IBM, Diablo, Epson erruiLhtioft, 3 pH£c& 

t mimic. 300 dji. £1599.99 


t'Mi 9 pin £399.99 

Siar FR-^S 15" 9 pin £514.99 

Star X&-24fLy 24 pin £514.99 

Siar XB-24ft5 15" 24 pin £699.99 

There Star printers havv 12 mntha on sile waituoryCUK Miiinland: 


Repair Centre 


Our Aiari tekfrxd engineers repair all hiirdware, im. I tiding Amigas, in n linirt ji*n linn.-*1 tvatpelrtive 
yriLcs. WV cun nsrunge Plekyp f-cr prompt lo oirrelves For £■] 1.50. Nctl dav courier rctim £B,ffl. 

UPGRADES EX-STOCK 


\ Vj ST VI IfiiivH) fnb .^9 EkwfJ + 1 Mjl uwwktttH^XST! fM 9 -.W 

1 y\g $TTM I kill £89.99 Bofurd + 2,5 Mg iipfirade^fittedHST) £299.99 

STFM ^rpgrHiie fLuLngj surviue £25 Bofird + 4 Mg 0[tgr3d^fiEiird>f5Ti £499-99 

FLenae theek maUsine eonfigur^liun before urdurLng. All Eni:ng}v;LeM L|uoled for ri^L'hima no! pruvinuvly 
tampered wLlh. D.ie to lhe %.on i|4csi’> of thu irLMTalLlEDn wc niusl Lnsk'aLl unrl upgr.uie I he bcMtrd for you. 
ALl upgriUknj and TufKicra .irr;. mtr 3 rinnrhM ].,ir's »nd liiLtur guM-antau. Pru . $T‘i cup only be upgraded 

to 2 MB. Phsifte now For our BLifltr dijp itpgrndei whieh work with V3.Q9 OS- 
Phoae lof our Amign 512K RAM Exk-naion bcjard wilh or without doth, popaj^lcd w onpopi4ft1cd 


New Low Price Quality Disks 


Ali cur diiks we lop qunlily Sony. MasjtaLI of Kao pnxlwli, not cheap imoofla. AIL diaks carry an 
uiKonLlilEonfi.1 Lifulimu guariLiiletf, 


Quantity 


3.5" D/S 


5,25" D/S Q/D 96 TPI 


10 

£8.99 

£6.50 

10+box 

£<J.W 

£7,50 

100 

£79.99 

£60 

lOQ+box 

£82.99 

£65 

Sony Branded 3.5" D/S 

Boxed x 10 

£ 10.99 

Sony Branded 3.5" D/S 

Boxed x 100 

£99 


New Low Prices 


, #* 


Compulcr Sysletnsand Packs 


520 STEM Explorer Pack 1269.99 

iKliufci lAliri 5ID SITM with 113. Mu Mem«v 1 Mu Ofivc 
a_itl noLUEL LnJ.Ludu» tuloruC dak. 

520 STEM Super Pack 1329-99 

Incliidei Atiri 520 S-TPM with 1^2 Mg Muinory, 1 Mg dfiw F tnoufe, 

joyitiek and ■ aoflwarc p»Lk iiwlLiding ajpniier icTtwarc 
hihJ 21 lop L| uatily gMnici. 

520STFMPower Pack £359.99 

Include* Alwi 520 STFM viib US Mg Memixy, 1 Mg drive, 

joyatiLk and ucflwwa jja.Lk cunaEsting of or^anlio- (software 
&f 20 t 


Amiga A500 Pack £369.99 

Lnctud#* b«*t relbng Anitga AMJU cuuipiatur wilh LJ2 Mg mumory 
1 Mg drive, mouse nnd TcnaUr reffwirc puck worth £200. 


Atari Afr^ga ST It-Mo no Mon 

The new McpST 1 


First BASIC. Pint Mitaic and a reLeetiari t 


5 tejp quality games. 


1040 STFM Super Pick £449.99 

iDelbcka Atari 1040 SI'FM with I Mg Memory and drive and ■ 
vhoiec of wllwarc pteb whlct* im-ludr * busion* pack with 
dfliabaip, won! prov««njL ^pr ejid*heel and BASIC &oE! w-^rc, a Midi 
pack with Pro 12, and a gamcA pack with 21 Lop qua lily in tries- 


£599.99 

flegu ST 1 ifietiHkt reprenle keyboanl and t-pu, BLitiur 
ehip , oiwk, 1 MB RAM, moure aod h bunEuLBa doflv<are orek 
IncEiMling database. wor4 prw«*w, speadstteef and BASIC ^oB ware. 

A tari Mega ST2+Mono Mon £931.49 

The Mega ST 2 FrueEudn ac-yaralL k-uybewd and epu r Blitter ehip, 

2 MB RAM -and mcnire. Tbc Mega ST 2 ftlre indiHki h 
balliry baeked elwk Mid bustnm software. 

Atari Mega ST4+Mono Mon £1241.99 

I he Meg* ST 4 inc lude* lepernLe keybonrd and tpu. BLitSer ehip, 

4 MB RAM. and iiioukc. Thr Mcge ST 4 "lw indudci * 
battery balAod etixk and bixuneu wftwHTL-. 


New Low Prices 


DTP Packs Spkonc 

TVii* p mdk o-onse^l* el Mega 2f or 4, caCerrud 3.5"drive 
i Of 30 Mb bard drive, SLMft04 Laser prinlcr. Mono 
ittwhIdt. sof1waie P W ^ays on silc Bnaimleoanee. 

Atari Portfoliotpoctet pc)f249.99 

ThEi amaj-J ng haM held computer is taLLy MS'DOS 
t um|KLtibk- and hai built in iof1 ware irheSudiag address book 
j teal edttOf, diary and a Lufua 123 fEla eurripHlibFe 3|mad- 
sbKl. 12SK free RAM, 25bk ROM 

Atari PC 4 i80286) £1499 

The PC 4 has an 802$6 protestor running h( S or 12 MEIitj 
1 MB OF RAM P b0 MB bard drivr, 5 AT and 1 XT expan¬ 
sion slots. For Mono monilor add £ 109. Fhonc lor utho-x. 

Atari PCS i80386) £2599 

Thti PC 5 has an ftU3ftL pmuuaaor running at lb MHy, math 
copcocessoe rocket, 64K cat-he trujtnoey, 2 MB RAM, 

W MB hard duk with high perfof si urn v tonlroLLer, 4 AT 
and 1 XTslols, For Mono monitor Hid £10(J. 


LsctTr'ir ComPk-liTJ lH>4rMli«ul h a Lridi.ii n-i 111 ■- - li'itLoh MarLelinM I.Lnhal 








































































































TUTORIAL SUBROUTINES 


THE CASSETTE DATABASE 

THE FINAL 
ROUTINES 


H ere we are at Lhe last Stages of the database program. 

The only important module of the program'which 
remains to he typed is a sort routine which allows the 
database to be sorted in different ways, This will make your data 
easier to use once it is entered. I have also written a short set of 
'instructions' and as well as these f will suggest a little tidying, up 
and also ways that you can improve the program if you wish. 

First to remind you of the way to combine the four parts of the 
program, Type each of the four listings, check it carefully with 
Typo 3 and list it to tape with LIST "C: n , then ENTER each in turn, 
Be sure to enter them in Lhe same order as they were published, 
as the later listings deliberately overwrite some of the earlier 
lines. If you already have parts 1 to 3 combined and working just 
type this listing, LIST it to tape, CLOAD the previous sections and 
ENTER this one to add it, Finally CSAVE the whole. 

THE SORT ROUTINE 

Sorting things is one of the activities that computers are very' 
useful for, and it is quite easy to develop a simple program 
which will sort items in a list or, as in this case, in a string. One 
of the simpler sorts such as a bubble sort would be the easiest to 
understand, but with a program written in Basic it is really 
necessary to use something faster or the sort process would be 
annoyingly slow, ! am no expert at sorting theory and so 1 
looked for help on this aspect of the program. Fortunately I 
found just the thing on one of the Page 6 public domain disks, 
Disk #35 (Utilities 5) has a short program that compares a 
bubble sort, shuttle sort and shell sort. The shell sort is much the 
fastest but it is rather difficult to follow. I have just taken the 
original program and modified it to suit my needs in the data* 
base. Many thanks to Steve Golden of Eugene ACE, the author of 
the original routine, Here is a brief description of what I have 
done. 

Line 35 is modified to include the line number for the Date Sort 
subroutine described below and sets the variable FL to the length 
of one record. 

Lines 3001 to 3016 set up the menu screen for the sort. I have 
chosen to provide sorts based on Surname, Postcode and Date- 
Lines 3020 to 3026 get the value of the keypress and apply an 
offset OFF depending on the selection. If a valid selection is not 
made the program jumps back to 3001 and restarts the selection 
process, The of feet is the distance into the record at which the 
field we wish to sort on starts - if we wished to sort by forename 
OFF would be zero as forename is the first field of each record. 

I have included the sort by date as it is a special case. We 
conventionally write the date In the form day, month, year (or 
DDMMYY for short), but if we sort this as it stands the day will be 
given higher priority than the year so that, for example, 200144 
is considered to be greater than 190145! The result of such a sort 
would be very confusing to say the least. This is why there is a 
GOSUB to the subroutine Datesort in line 3024 before the main 
sort starts. 

Lines 3040 to 3100 are the sort itself. I will not try to talk you 
through this as it is fairly complex, you will have to get a book 


Ian Finlayson's database is 
concluded this issue to leave 
you with a fully working 
program to which you may 
add further refinements 


•on sort theory from your library if you are interested. I is easier to 
follow if you remove all the OFFs as if the sort is being done on 
the whole record, not on individual fields within the record, 

Line 3110 goes lo Datesort again so the date field is switched 
back to its normal order before line 3120 returns to the main 
menu, 

INSTRUCTIONS 

Lines 11030 to 11170 contain the instructions, l will not dwell 
on this as they are straight text strings resulting in two screens of 
instructions. At the end of each screen a GOSUB KEYPRESS is put 
in so that the instructions stay on screen until a key is pressed. 

DATE SORT 

As 1 mentioned above the most significant part of the date must 
come first in order to sort the dote logically - that means that the 
year must lie first, then Lhe month and finally the day of the 
month. The short subroutine Datesort accesses each record in 
turn and takes the date in the conventional form DDMMYY and 
swaps the first two digits with the last two to give YYMMDD, 

When sorting is complete Datesort is used again to put the dates 
back to norma I . 

PRINTING TO TAPE 

1 must now clear up a mistake I made back in Issue 38 when I 
said "for some reason strings that are INPUT from tape pick up 
10 spaces in front". The reason there were 10 spaces in front was 
because I put them there during the save data routine 1! Look at 
line 7050, it reads ’? # 1,R$" and in a print statement a comma 
means 'Tab' and the default value of the tab is 10 spaces. So, if 
the line is changed to ? #1;RS there will not be 10 spaces on the 
front of every record. 

If you make this change you must also change line 8070 in the 
Load subroutine to read INPUT tfl.INJ: DAFS(X*115-114)—INJ 
Be careful if you are making these changes and note that any 
data recorded with the old program will be incompatible with 
the new - it will not register correctly with the fields of the 
database because the blank spaces will not be stripped off during 
the loading process. 

Many thanks to Roald Sund In Norway for identifying my 
mistake and taking the trouble to write and inform me. 

DEVELOPING THE PROGRAM 

a. Crash Proofing • I have kept the program fairly simple with 
the result that it is certainly not fully crash proof. Crash proofing 
can be quite complicated and the appropriate programming will 
occupy memory that is better devoted to data. However there is 
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EI 1 ntN 


HC 1 1 ft 30 T "N"f? ■* ***** IK5THUCriOHS 



HU 2 REM M TUTORIAL SUBROUTINE * 


*** 



HZ 3 RE* * ADDRESS BOOK PART 4 » 


OL 11035 ? ” ™ 



LS 4 AErt * by * 


H 



ML s REM * lan Finlayson *■ 


EL 110 40 ? 5? fcf THIS DATABASE 15 DESIGNED 



ED 6 REM * —— ——--* 


FOR THE RECORDING Of NAMES AND ADD 



UK 7 fit H * HEM ATARI USER - October 0? * 


HESSES* pi 





ZW 110SQ ? I 7 "THE MAHIMIJM MUMHER QF RECD 



HO 9 REM 


BDS IS IBB BUT YOU MAY BE ABLE TO INC 



GY 55 RFTHXEVE=*350S:PBlMREC=iSt00!OftTESO 


PEASE THIS' 1 



ft¥-1370O:FL-iIb 


It 1 LBtB ? ,+ OY DELETING REM STATEMENTS FR 



H5 30R0 N = LENei>AYSiV'±lS 


OH THE PROGRAMME AND CHANGING THE SI 



Ufl mftl * » “ . ■■ 


2£ OF 





UL 11070 ? "DATS IN LINE 1ZBOO. THESE INS 



LG 301fl ? "*# I- MR r BY SURNAME” 


TRUCTIONSCAN ALSO BE DELETED IF NOT Ht 



MN 3S1Z ? ” + + Z. SORT BY POSTCODE 


ClUIRED , “ 



Al 


NK i±a?S * i? ^DftfG SHOULD BE A MULTIPLE 



OH 3014 ? "44 3, SORT BY DATE" 


OF 115 LTHE NUMBER RF CHARACTERS IN ON 



EG 35i6 ? 


E RECORDS" 





ES LI HBB ? J? “THE PROGRAMME IS MBIT TEN I 



US 3020 GO SUB KEYPRESS;IF KEY=49 THEN OFF 


N BASIC AND SO MAY BE READILY ADAPTED 



=15iGOTO 5040 


FOB OTHER DATABASE APPLICATIONS. M 



MM 3022 IF KEY=S0 THEM BFF=07 5 GOTO 5040 


PI IlOSA ? "44PRES5 ANY KEY FOR MORE 11 



»F 5*24 IF KEV=B1 THEN 0FF=1O9lGOSUD DATE 


LZ 11100 GOSUB KEYPRESS 



SORT J GOTO 3*40 


oy line ? "HS":7 :7 +** INSTRUCTIONS 



01 3*25 GOTO 3**5 


{CONTI WHI » 



00 3840 9=IMT ( [2AXNTILOGCN1/L0GCZ)]-11 +*, 


TT 11130 ? " - 



« 


II" 



UF 3050 FOR 1=1 TO N-fliFOR 5=1 TO 1 STEP 


BS HUB ? E? "THE DATABASE ITSELF IS MEN 



-0 


It DRIVEN JUST FALLOW THE ON SCREEN 



GG 305* J0=J*FL-FL + 11 J*=J*FL I 5FL=5*FL 


PROMPTS" 



KA 3*7* IF 80T$(JB+OFF,JEJ<=BAT*IJB+tOFLJ 


NH 11148 ? U IT IS ADVISABLE TO BREAK T 



♦ OFF,JE+tOFLJJ THEM J = 11 GOTO 307* 


HE TAGS ON YOUR PROGRAMME CASSETTE TO 



YZ 305* R*=P*T$tJB,JEJ : 5ftTStJB,JEJ=DAT$CJ 


AVOID M 



B+ COFL)jJE+ ( 0FL J } 1 DAT*CJB+t&FL),JC+(OF 


LL lllSB ? "INADVERTANTLY SAVING DATA OVE 



l)»=R5 


R THE PROGRAMME p 11 



MZ 3055 NEKT J1NEKT I 


ND 11160 T "11414PRESS ANY KEY" 



PM 31** 0— (5*1 J /S-l i IF D>8 THEM 3058 


SP 1117D GOSUR KEYPRESS 1 RETURN 



KH 3110 IF KEY=*1 THEM GOSUP PPTESOft? 


FE 136 SS REM '* f I W V1 ... 



8J 3128 RETURN 


MB 13700 FOR H-X TO LEN<DAT*J/115 



BM 1B877 REM «*4I!I«1JMIM1U!««** 


OJ 13710 R4=DATStll5NM-5 # 115MK-4) 



LJ HOBO f !? "&& YOU HEED INSTRUCTIONS? 


TN 13720 DAT$CllSNH-Bp11SNK-43=DATSC115#H 



ty/N ? 


-1, 



HA 11010 G05UD KEYPRESS 


RE 13730 DATSfllSNK^l,11S*H1“RS 



GS 11«£0 IF NOT 1KCV-89 OR KEY=1213 THEM 


JY 13740 NEKT K i RETURN # 



RETURN 







one area in which a little extra protection is easily inserted.: that is 
the keypress subroutine. This routine is used many times by the 
program and it would be easy to insert a fine or two which ensure 
that the keyboard is set to upper case and norm til rather than 
inverse characters. This will eliminate quite a lot of potential 
crashes. I covered keyboard input in some detail back in Page 6 
Issue 31 {January/Febmary 1988) if you need guidance. 

b. Use All Free Memory -1 do not know how many addresses 
the average person needs to keep track of, but there will always be 
a need to fit in just one more. I have set up for 100 in the 
initialisation statement at line 12000, but this can be increased 
quite easily, all that need be done is to increase the size of DAT J. 
Easy, but there is a snag - if you make it too big the computer's 
memory will be insufficient and the program will crash - probably 
with an Error 2 f 5 or 9. An easy way to check how much spare 
memory you have with your specific hardware configuration is to 
insert a temporary extra line 45 as follows: 45 ?FRE(0):STOP 
When you nun your program this comes after the initialisation 
subroutine in which all strings are dimensioned. It will stop the 
program and print a value equal to the free memory. Most of this 
memory can be added Lo DATJ, but leave a little for the variables 
which ore introduced later in the program (there are iseverai in the 
sort subroutine for instance). Don't forget to delete line 45 when 
you have finished with it or your program will stop here every 
time. 

c. Find Some Extra Memory - If you wish to squeeze yet more 
memory for a few more records you can delete all the REM 
statements from the program without changing its operation in 


any way. 1 advise you to keep one back-up copy with the REMs in 
for future reference as programs without comments are much 
more difficult to follow when you want to get in and change them. 
You can also delete the instructions. Another way of saving mem¬ 
ory is to put several statements on one program line - again this 
makes the program less readable, and it must he done carefully or 
you may Inadvertantly remove a line which is referenced else¬ 
where in the program r but quite a bit of memory can be saved, Do 
not combine lines with IF in them or you will probably change the 
logic. 

If you arc a fortunate disk user there is a utility on Page 6 library 
disk #7 called 'Compact' which will carry out much of this mem* 
ory saving for you automatically, 

d. Further Enhancements - I know of one young man who is 
working an a program which uses the joystick instead of the cursor 
keys to point to the various selections and menus of a database,, 
and I look forward to seeing Ihe end result. 

Personally I am thinking of developing the program for disk use r 
and rewriting it in Turbo Basic for speed and readability. 

There must be many other ways that it can be enhanced and 
many applications other than an address list that it can be 
modified for. Please let me know of the developments you make. 
Write to me also if you have problems with the program, buL 
please be as specific as possible and include return postage - send 
your whole cassette if you wish, S will return it. 

My address is; I an Fin lay son, 60 Ruuiidstoiie Crescent, 

East Preston, West Sussex BN 16 1DQ. # 
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HOW TO BEAT 
THE HEDGEHOG 


Proving the point that there's always someone out there who 
mri help a fellow Ata irian, along comes Mark Standing of Wcst- 
bury, Wilts with on answer to Kieron Wray's plea (in Issue 39) for 
help on SPIKY HAROLD . ... JUMP from the FAR LEFT of the 
screen onto the low wall, as the WASP flies to the RIGHT. Then, 
when the WASP flies to the LEFT quickly |UMF onto the higher 
the wall. As the WASP returns JUMP straight UP then JUMP to 
the RIGHT as the second BUG goes DOWN, then go RIGHT .... 
you are now in Screen 2!! 

Another answer tor Kieron was missed out of the last issue - 
‘twas the Ed chopping it out really!. - when he wonted help on 
MINER 2409'ER. Here's that missing answer... Start the 
game then go to a 'safe' place onscreen. Type 213(Spuce) 

782(Space) 6861 then press SHIFT and 1 to 0, 1 = Level 1,0 = 
Level 10. Am ! forgiven? 


CHEATS AND PASSWORDS! 


Let's face it r most of us like to cheat once in while don't we? 
Michael Wood of Stockport has sent in this bundle of tips for all 
sorts of yarnes so anyone who is stuck on this lot can dig out 
those games and try again. First off is GHOSTCHASER. [f 
you type TANDA, you will have extra lives and be able to start 
on the next level. In DONKEY KONG JNR. holding SHIFT 
and typing BOGGA will get you in cheat mode. Now press K and 
the crocs won't be able to kill you! Press 5 to move to the next 
screen r Golfing fanatics can carry their points score forward In 
LEADERROARD by pressing OPTION to leave the game 
and go on to the next course. 

More frrjrt] ^ 


The Sony Walkman Person elf Hi-Fi promised in the last issue 
should by rights go to Carry Francis for his solution to The 
dark Crystal but you might accuse us of bias so we are sending 
it instead to Michael Wood far his bundle of tips. I'll beat the 
Editor about die keyboard to try and get him fa send sromef/iing 
else to Garry! 

We had foil of crazy suggestions about what fa give away rri 
this column like bikes, expensive sports equipment and goif 
dubs! Come m gamesters, do you know how much these things 
cost? Just 'how that The Tipster is not mean next issue we 
will go crazy and g i re away a FERRARI TESTEROSSA (like 
Davy Crockett drives in Miami Vice) and we ll even throw in the 
glue! Get writing, you never know bow lucky you might he! 

iim i j i mm i w \ \ n 


Thank you everybody far your continuing support for your fellow 
Atari gamesters and your superb efforts in supplying me with 
valuable Information and maps. J must point out that if would 
not be right For me to publish maps from other sources - 
ORIGINAL WDM ONLY PLEASE - but they are useftiJ for refer¬ 
ence nonetheless! IVe try to maintain a balance between old and 
recent games as we also try fo give a lair share of all types of 
game. This input relies solely on readers requests and contribu¬ 
tions so keep it coming! 

I'm particularly pleased (and eternally grateful!) to hear from 
Garry Francis at last. His map and solution to THE. DARK 
CRYSTAL will prove invaluable to many readers. Here we go. r 



ow about some passwords? You should play 
the games through really and find these oat 
yourself but we won't tell your friends that 
you cheated. In WHIRLINURD the 
password is IAMTHEHUNGRYDUDE. For 
STARQUAKE there are a number of 


passwords for the various levels - TRIAD - ART 1C - DELTA - 
KERNX - ARGON - QUARK -WHOLE - SALCO - ATARI-PENT A 
- CRASH - Z.A.P - MINIM - COSEL - ZALLO - SECON, Where do 
they think all these up? Finally from Michael, the password for 
PHARAOH'S CURSE is SYNISTOPS, Get those gomes out 

ft 

again and see how far you can get this time! 


William Slater of Hove appears to be an Adventurer who has 
discovered some interesting secrets. If you have the original 
'lens! ok' version of PRICE OF MAG IK (and haven't thrown 
the darn thing away out of frustration!) you can gain u big 
advantage when you die. Just enter RESTORE and when the 
Lenslok screen appears simply type in the wrong code 3 times 
for the game to restart from where you died, only now you will 
have 251 stamina points and retain your equipment! If you are 
having problems getting poisoned in GAUNTLET try taking 
a look at the food before you pick it up. If it has a SQUARE on 
It then it is fine but a TRIANGLE indicates poison! 


Flyers out there with F15 STRIKE EAGLE can happily fly 
along without any fuel by turning the F15 into a sort of glider 
with power (solar powered?). If you realise that you have mis¬ 
managed your fuel and have run out, just press A and from then 
on you can happily fly along an fresh air! On a totally different 
tack try this one in CRYSTAL RAIDER. When you start 
the game, hold down the FIRE button and press START, You will 
become invulnerable!! These tips come from Nicholas Bavington 
of Newport Pagnell who also sent in a couple of ST tips. The 
password for the 2nd Level in PREDATOR (ST) is ENOLA 
GAY .... Yes, I know Nick, it WAS the name of the American 
bomber that dropped one on our oriental adversaries in WW2!! 
It's also the title of one of my favourite OMD numbers! Finally 
in R-TYPE (ST), when prompted to INSERT DISK R, press HELP 
and type ME then press the UP ARROW to activate the cheat 
mode. Function Keys 1-4 give invulnerability, ability to fly 
through walls, 99 credits or mouse control respectively! 


v On option screen enter KAiSiLM then 

^(r \ press SPACE to activate ts<- ->dc- 

T honks to Ur.Caric fmn-’ ^rnL . ■ sd 

f- -■ "hi 
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The Dark 

Crystal 

THE MAP AND SOLUTION 
FROM GARRY FRANCIS 


Some hints 1lr$l ? see if you can complete the game 
without checking out Ihe full solufloti- 
H you're using a pirated copy of the gome, then you don't 
deserve 10 finish it anyway! Ot an original copy, as the 
documentation hec some valuable background info. After 
reading the background info iry and see the movie (or 
hire the video) - Only then will you be adequately pre^ 
pared to solve the game! 

There are lots of hints hidden within the game, but 
knowing that they exist or finding them is not necessarily 
easy. In particular, make sure that you: 

(a) Talk to Ursu before he dies (lo find out what the riddle 

13) 

(b) Study the spiral under the moss {to find the answer to 
the riddle) 

(c) Listen onalk to the brook (10 see whal H e babbling 
about} 

(d) Examine the hieroglyphics in the ruins (to find out 
about two objects you need, a special ability cf Kira, $ 
place you need lo go and a sy mbol you need to enter 
it). 

(e) Examine the shadows In the valley of the stones (10 
lead you to one ol ihe above objects) 

(f) Use that objeol lo correctly Identify the shard.. 

In the early peris ol Hie game, you may be attacked by the 
Garlhlm at random intervals. If this happens, either move 
away immediately (N, S, E, W r RUN, ESCAPE) or throw 
one of the smoke seeds at it. (You'll find these In the 
pouch under the beelle shell), You can also prevent the 
attacks happening in the first place, as each attack is 
preceded by the appearance of a crystal bat- If you kilt the 
bat by slinging p pebble at it, the attack will not occur! 


The Dark Crystal 


Disk 3 S<ja A 




LEGEND 

□ 



© 

JjMrt 


■—- 

QiiAwtf vonr-oci-gn 


: -— 

Two wbs 



CdTC'l-Bn 



wdn uuir-«cirtin 


Ah pplf Jin CC, ■'¥JE-J d YQtiton? 
kiFlhfrU LJt-frlDd l.lhmwipH 



Disk 3 SkJfl B 


[HKffl CTO-OC^ 

D-d .□ 


ABBREVIATIONS 


GO wwmw 

ea shell 

ca hole 

OO^n 

s^LP- 

J-JVF 

up 


CdpfkFC Q*irr ^'anc* 


THE MAP ▲ THE SOLUTION 


LOTS OF HELP NEEDED 

Quite ct Jot of appeals this time for specific games. Can you help 
with any of these? 

Michael Wood who gave us a lot of tips would like some in help 
in return. ESCAPE FROM TRAAM has him foxed and he 
would also like the password/totte for Part 2 of SAVAGE ISLAND. 
Why don’t you just complete Part 1. Miehaell Andrew C-. Thompson 
would appreciate a Map of CHIMERA, information on the last 
scenario of QUASIMODO, help with Level 11 of DESMOND'S 
DUNGEON and also the start code for SAVAGE ISLAND 
Pt,2 Can we help Duncan Blackwell progress happily through 
DRUID (Firebird)? Dean Chadwick would like to crumble beyond 
Level 2 of tied Kat L s CRUMBLE'S CRISIS whilst James Clifford 
just wants, to cheut with JtT SET WFILLY Simon Giltlca i* having 
crossroads problems in S.W A.T. whilst ACE OF ACES is proving a 
pain for Andrew Firby. After each game ends he is returned to the Status. 
Screen 10 Seam his cause of death, etc. Is (here any easy way of restarting 
ihis game witbous having to endure That tedious loading time? 

That’s rt whole Sot lo work on but wc love "em all - adventures, arcade, 
flight sims 4 anything you fancy. Please send any answers, hints or sips to 

THE TIPSTER, NEW ATARI USER, F*0- BOX 54, 
STAFFORD, ST 16 1DR so I can publish your response in these 
pages ... that way a few oilier gamesters might benefit if they arc 
experiencing similar problems, but were afraid to ask!. 


The following solution includes the steps necessary to find the 
hints, but once known, the game can be solved without them. In 
fact, even though the game covers 6 dish sides, it can be solved 
>n only 83 moves!. 

LOOK - W - W - W - N - TALK URSU -S-E-E-E-E- GET 
SHALE - N - W - W - DIG - GET FLUTE - N - N - CUT LILV - E - 
LISTEN BROOK - GET PEBBLES - N - (Insert Disk 2, Side A) - N ■ 
SIT - N ■ (Insert Disk 2, Side B) ■ GET MOSS ■ STARE SPIRAL - S 

- (Insert Disk 2, Side A) - S * E - GET SLING ■ S ■ (Insert Disk 1, 
Side B) - E ■ E - N - N - FLOAT LILY - (insert Disk 2, Side A) - Ni - 
E - LOOK - LOOK - LOOK - LOOK - HELP - YES - SAY MOON - 
LOOK SHARD - PLAY FLUTE - GET BLUE ■ GO WINDOW - S - W 

- HELP - (Insert Disk 2, Side B) - TURN SHELL - GET POUCH - 
GO SHELL - W - W - W - RIDE LANDSTRIDEHS - W - W - W - 
(Insert Disk 3, Side A)-W-W-S-S-W - JUMP ■ HOLD KIRA - 
E - SEND FIZZGIG - THROUGH GATE ■ LOOK - UNLOCK GATE - 
OPEN GATE - S - (insert Disk 3, Side B) - W - S - W - LOOK - S - 
RUN - GO HOLE - UP - UNTIE AUGHRA -E-S-W-EE-GO 
CURTAIN - N - N - W - GET SCEPTER - E - E - E - USE HOOK - E 

- UP - E ■ JUMP - NO - FIX CRYSTAL - KISS KIRA. 


A TIPSIER EXCLUSIVE! 


Every reader sending in NEW 
hints, tips, cheats, maps etc, to 
THE TIPSTER will receive an 
EXCLUSIVE TIPSTER budge! 

There is no other way you can 
get one of these badges so get writing now. Share your dis¬ 
coveries with all your fellow Atari an v 
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CALUSTO COMPUTERS 

DEPT Al, PO BOX 233, SHEFFIELD, S6 4AZ TEL: (0742) 326533 

A TAFtl BOO/XL/XE SOFTWARE A T DISCOUNT PRICES 


GAMES 


180 Darts ..... 

Airwolf ... 

A ms urate .... 

Aslradr&ld ,,..,. 

Aztec -. 

G allblazer ... 

Bf:t3 Lyras 

BMX Simulator . 

Boulderdash .... 

Chuckle Egg ... 

Collossus Chess ..... 

Conf. in Vietnam 

Crusncte in Europe _„**■.... 

Draconus ...... 

Drcibs . 

Druid .... 

Encounter ....—-- 

Footballer of Yr ... 

Fort Apace I py SC ........™r... 

Freaky Factory .................... 

Gauntlet ..... 

Gh os (busters .................... 

Gnome Ranger ... 

Golden Baton .. 

Green Beret ..... 

Gunslinger .. ..... 

Hacker ....... 

Hover Bover — 

Ingrids Sack ..... 1 2 .75 

Kenny Dalglish .. 

Kennedy Approach ............ 

Knights of Desert ... 

Jocfcy W darta 

Lapis Philosoph. ... 

Lone Raider... 

Las Vegas Casino ... 

Mr ROhPl rrr.m.rrr.. 


Cass 

Disk 1 

[games 

Cass 

Disk 

2.90 


Muster Chess ,-.-.— 

1.90 


1,90 

BB|1 

Nucleus ... 

200 

.... 

2.90 


Mima..... 

2.90 

rrrp 

3.75 

6.75 

Ninja Commando . 

200 

4.50 


095 

Phantom .,..... 

2.90 

4.50 

8.50 

9,95 

Pole Position..... 

r. 

70S 

3,90 

4.75 

Pro Golf ... 

2.90 

.... 

£.90 

.... 

Red .,.. 

2-90 

,,,, 

2,90 


Revenge II . --- 

2.90 


2.90 

Bli| 

Rehal k n ights ....... 

3-75 

6.98 

0,75 

_ 

Rosen's Brigade .. 

4.95 

4.95 

8.75 

9.50 

Sea Bandit .... 

3.75 

3.75 

8,75 

9-50 

Smash Hits 7 ... 

_ _*... 

6.95 

7.90 

9.95 

SolOllight ..—. 

.... 

9.50 

.... 

4.50 

Speed Ace .. . . . 

200 

4.50 

r,~ 

505 

Speed Run ... 

. 0.50 

8,50 

2.90 

.... 

Speed Zona .... 

100 

.... 

2,90 

r,-r 

Spellbound ..- 

2.90 

.... 

.... 

4 50 

Spindly ..... 


40S 

2.75 

4.75 

Spy Hunter .. 

. 

4.95 

2.90 


Sl@r Wars . 

0.95 

12.75 

2,90 


S, Davis Snooker —. 

1.90 

4.50 

8.75 

8.75 

sun star ... 


3.75 

1.90 


Swat ..... 

1.90 

.... 

2.90 

_ 

Tiger Aneck .... 

7,75 



6,95 

Trivial Pursuit ...... 

. 12.75 

.... 


6.95 

war copter _. 

3.75 

60S 

1,90 

.... 

Wax Works ..... 

1 00 

.... 

12.75 

12.75 

Whirlimird ....- 

..... 3.50 

.... 

8.50 

11.50 

Winter Events .. 

705 

90S 

8.75 

9-50 

Wizard of WbF .. 

_ 

5.95 


4.50 

zaxvon . . .. 

. 0.SC 

■6-50 

2.90 

4.50 





5.95 




3.50 

■ 99-1 




2.90 

4.50 




6,95 

7,95 






1 ROMS 

Designers PesfiCl.l ... 

Dreadnaught Factor ... 

Miner 2Q49er .... 

Pitfall ...„.. 

Pitfall 11 ... 

10.50 

7.50 

7.50 

7.50 

7.50 

7.50 


River Raid .... 

7.S0 


1 PRODUCTIVITY 

Casa 

Disk 1 

Ace 'C 1 Language- .. 


2.50 

Atari writer Plus .. 

Basic Compiler .. 

CAD PD .... 

.... 

17.50 

12 00 
2.50 

Out n" Paste ..... 

My Firsl Alphabet „.- 

Frintstiop ..... 

.... 

10.00 

5.95 

20.00 

Turf Form ... 

Sys, 8 Pools Predictor . 

Sound Editor ... 

Turbo Basic ...... 

Viaicalc ........ 

2.90 

2.90 
205 

2.95 

3 75 

20 00 



1 


NEWS STATION - 23.50(d) 

Desktop Publishing system 
See review in NewAtari User 
INTRODUCTORY OFFER 
Free Font designer 
and Paint Program 


Can’t Find what you want? Then send for our FREE catalogue listing hundreds of programs 

PD Library and accessories. Or give us a ring 
Orders include FREE membership of the Callistr Computer Club 
All prices include VAT end tree postage and packaging fur ciders over £4.00 in UK. 

Please add 40p for orders under £40verseas: EEC countries add £1 ptf order. Non-EEC add £1 per item 


Upgrade from Tape to Disk! 


with the new Atari XF551 Disk Drive and Transdisk IV 



Upgrading from the slow Atari cassette system to a fast, 
reliable disk set-up is certainly desirable but what do you do 
with all the games you have on cassette? Wouldn't it be nice 
If you were able to transfer your collection of tapes to disk for 
faster, more reliable loading? With the new Atari XF551 disk 
drive and Transdisk IV you can do it! 

Atari XF551 Disk Drive Features: 

* Double-Sided, Double Density for maximum data storage 

* Easy connection and quiet operation 

* Smart styling to match your Atari Computer 

* Suitable for SOOXL, 65XE and 13GXE Computers. 

Transdisk IV Features: 

“ Easy transfer of latest cassette games to disk 

* Aimed at the first-time disk user 

* Step-by-Step instruction booklet supplied 

* Completely self-contained - No other programs required 

* For more info see Ad elsewhere in this issue 


To Order phone with credit card no. or make Cheque or P.Q. 
payable to Digicom Computer Services Ltd, and send to: 

DIGICOM , Unit 3G. Wharfside. 

Fenny Stratford, MILTON KEYNES MK2 2AZ 


Normal Price For XF551 Disk Drive 

£149.99 

Normal Price For Transdisk IV 

£ 19.95 

Together Normally 

£169.94 



Credit Card Orderline 0908 378008 'jJJ* 


£ 165.00 

Inclusive of VAT and Next Day Delivery 


Atari XF551 Disk Drive + 
Transdisk IV Our Offer Price = 


34 jV#w A tari L r rcr - J.y.m/c 40 









































































































































XL/XE TYPE-IN 


K-TYPE 


K- Jype is game designed to help you improve your skills in 
touch typing. It is an alphabetical version of‘space invaders'. 
Letters drop from the top of the screen and must be ‘zapped' 
before they hit the ground , Each letter caught rewards the 
player with 10 points, A wrong fetter typed subtracts 80 points 
from the score. Each letter falls faster the preceding one. //a 
fetter bils the ground before a key is typed then the game ends. 

You will probably find it quite difficult at first especially if you 
need to look at the freys ro filer than the screen but after a while 
you will begin fo remember where each of the keys are. Try not 
to use fust one finger for each letter. If your rest your fingers on 
fbe Jceys A5DF for the lefl hand and JKL; for the right you will 
find that the right fingers will reach for the appropriate fceys 
almost naturally. Remember the object is nof fo get the highest 
score but to improve you r typing skills. If you stick at it you 
should find a noticeable improvement. Good luck. 

Thanks one due fo Cobnon Aieafon who suggested improve¬ 
ment* from a novices point of view. 



Improve your typing 
skills with this 
challenging 
typing tutor 
by Gareth Martin 


EX 1 REM 


RC 2 REM * K- TYPE M 
L R J REM * bjr * 
PT 4 REM * Gareth Martin « 
TC S REM * * 

ED 6 REM *-*-— —--— * 


NK 7 NEM * MEM ATARI USER - October 93 M 

ER 8 REM hkkmkwwhw ww w m i i( i m i < i tn n mfifwwinn i mi 
MO 9 REM 

UY 78 POKE 559,0;POKE 710,G;POKE 506,143: 
POKE 764,2SS:POKE 82,4:DIM AS (12SJ,COP 
Y S<341 

IS 80 GOTO 1880 

PM 88 REM AM RE-PEFIME MM 
UH 180 SEM ** CHARACTER SET ** 

01 118 RESTORE 180 
UM 128 REAP X 

LU 130 IF I<8 THEM GOTO 230 
RB 140 FOR P-» TO 7 
MM 159 READ K 

Ct 108 POKE CH5A1>*Z56+C8*XJ»P,K 
IK 178 NEXT P 
NS 188 GOTO 120 

PH 190 DATA 3,0,8,255,255,255,255,255,255 
AS 208 DATA 4,8,0,231,231,231,231,231,231 
JR 210 DATA -99 

EC 220 REM »*** PRAM SCREEN ***** 

PY 230 GRAPHICS 0:POKE 559,0iPOKE £83,CHS 
AS;POKE 756,tHOAS:POKE 709,15iPOKE 02, 
01POKE 710,112iPOKE 712,112!POKE 752,1 
TC 240 POKE 764,255:GOTO 1010 
DU 250 POKE 559,46 l POKE 53279,IS1POKE 10, 
54■POKE 53774,04 

EM Z60 SOUND 8,102,10,10!SOUND 1,100,12.1 
5 I FOR PE=8 TO 108 INERT RE 
DA 278 SOUND 0,144,18,18SFOR DE=0 TO SOrR 
EXT DC 

El 280 SOUND 0,121,10,10;FOR DE~0 TO 88 ! N 
EXT 0£ 

KC 290 GOURD 0,182,18,10;FOR DE-8 TO 180; 
NEXT DE 

TF 300 SOUND 0,144,10,10;SOUND 1,75,12,15 
fFOR DE=0 TO 288;NEXT DE 
DK 310 SOUND 0,0,8,8!SOUND 1,0,0,8 
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K-TYPE 


HP jilt REM *MMX MAIN PUBiiftftH *•** 

GB 330 Htrt IHHH» CONTROL LOOP **** 

OY 340 pt=ftL*7Ht6=/#-Dt 
■ LC 350 ¥ = IHT (BHD (0J*3?> + l! Q = 2 : DG-DG-0 , 5 
OH itjfj LOCATE Y,1 , Z 


U-l 


L=BS;GOT0 8*0 
L—88!GOTO 0*8 


3/0 ? ■* + + *-**;CHHS(ZJ J M *' 

ZT 380 POSITION Y , 0 i ? " "iD-OFl 
|>T 390 SOUND O,25S,itt,15:FOR DE-B TO 2 : ME 
MY DE:SOUND H,0,6,0 
10 400 POSITION Y,fl!? CHR$(Z> 

I'M *10 IF 0>12 THEM ? ‘’E 1 ’I GOTO 308 
RE *20 L=PEEK(764J:IF L<>2S5 THEN 450 
KZ 430 FOR DE-B TO 06!NEKT DC 
PU 4*0 GOTO 380 

NN *50 IF L=83 THEN l_ = 65SGOT0 8*0 
144 460 IF L = 21 THEM L-0b:GGTO 040 
PH 470 IF L = 16 THEN L=67:COfO 0*0 
RK *60 IF L=58 THEN L=68:G0T0 8*0 
PH 490 IF L = *Z THEN L=6S!GOTO 648 
KU 500 IF L=56 THEN L=70;60TO 840 
JY 510 IF L=61 THEN L=7lJG0T0 040 
HE S20 IF L=57 THEN L = 72!GOTO 0*0 
KO 530 IF L-13 THEN L-73!GOTO 840 
HY 5*0 IF L-1 THEN L=l7*:GUT0 840 
ZI 550 IF L—S THEN L-75J&0T0 8*0 
VG 560 IF L~0 THEN L=76SGOTO 840 
OO 578 IF L=I7 THEN L=77;GOTO 040 

OR 500 IF L—35 THEN L=78:G0T0 840 

DU S9# IF L-8 THEN L=79!G0T0 6*0 
HH 608 IF L=10 THEN L=60;G0TO 040 

MN 010 IF L-47 THEN L=61:6OT0 8*0 

ML 020 IF L=*8 THEN L=82!GOTO 8*0 

MV 630 IF L=62 THEN f=83:GOTO 0*0 

01 6*0 IF L=*5 THEN L=B#:GOTO 8*0 

MJ 650 IF L-ll THEN 

P J 668 IF L=16 THEN 

RK 678 IF L=*6 THEN L=B7i«OFO 0*0 

PU 600 IF L-22 THEN L-68SGOTO 840 

RK 570 IF L—43 THEN L=B7:6OT0 8*0 

JZ 780 IF L = 2I THEN L-78!GOTO 8*8 

MO 710 IF L~50 THEN L=4#tGOTO 840 

NC 720 If L-31 THEN L=*7:G0TD 0*0 

GG 738 IF L=30 THEN t=58!GOTO 0*0 

JH 7*0 IF L“26 THEM L=51:GOTO 8*8 

JZ 758 IF L=24 THEN L-S2$C0T0 8*0 

MI 76® IF L = 29 THEN 

MJ 770 IF L=27 THEN 

LM 788 IF L=5i THEN L-SS:GOTO 048 

NP 770 IF L-53 THEN L-56!GOTO 6*0 

PM 808 IF L=*B THEN L=57|6OT0 8*0 

ZP 818 IF L=2 THEN L=59;G0T0 8*0 
Mb 01® ? “E”iGOTO 8*8 
HI 830 REM men u SCORE «hhi 

EF 848 SOUND 8>lBBi10,15!FOR DE=® TO 5:HE 
NT DE: SOUND 0,8,8,0;IF LOZ THEN 7 "H” 
j HIS=MI5?l:SC=5C-80 

ZD 050 POSITION Y,0!? ” ";SC=SC+18iIF SC< 
0 THEN SC=0 

YS *80 POSITION 8,10:7 SCI!? ” “!POSITION 
20,10! ? HIS t ! ? " *’ 

DZ 87® IF *as>17 THEM GOTO 988 
UR 888 POKE 704,255!GOTO 350 
PP 890 REM WHHt CAFE OVER ***** 

IIR 700 POSITION 2 

HI 710 IF PEEK153279J=6 THEN SC=8: tttS = 8:G 
OTO 74® 

UE 92* IF PEEK CS32777 =3 THEN CLP !POKE 75 
7,0!POKE 712,0:PUN 
PH 930 GOTO 718 

PA 74# POSITION 8,ZtRESTORE 1630:FOR N=1 
TO 38!REAR I?? CHR5(IJ;:NEHT N 
OH 750 POSITION 0,13:RESTORE i860!FOR H=8 
TO 38!READ I:? CHR5CXI J !NENT M 
OR 960 POSITION 2,8:FOR G“# TO 36!? CHRSl 
321;INERT G 

NP 778 POSITION 8,10:? “ "iPOSITION 2®, 

*8!? >■ 

OR 78® GOTO 250 

YG 770 REM ** CHAR SET ROM/RAM COPY ** 

LA 1888 RESTORE 1878 

GH 101® FOR 1=1 TO 3* 

XM 1020 READ A:COPY®(1,1) =CMR8(A) 

EV 1038 NEXT I 

KZ 1040 CHBAS^PEEK(1067-8 

®H 1050 H-USR (AORtCOPYSl,CH0ASN256J 


LH531GOT0 840 
L=5*[GOT0 8*0 


hites the sign 
he has sab 

around the bul 


HO 1060 POKE 756,CHBAS 
8G 10/0 DATA 104,104,133,215,104,133.21*. 
167,22*,133, 213 ,167,0,113,212, lb2.4.16 
(i ,0,177,212, 1*5,21* , 200.206,2*7,230 
IT 1080 DATA 213,230,215,202,208,242,76 
HU 1090 OPEN HI, A ,0 , "S ! 11 : POKE 569,8 S POKE 
710,0!POKE 566,1*3!POKE 76*,25S:POKE 0 
2,4 

OZ 1100 GOTO 1*18 

CJ 1110 POKE 82,1:FOR T=® TO 14iPOKE 752, 

1:POKE 709,TfPOKE 559,*6 
QG 1120 FOR DE = 8 TO *:RENT DE 
JR 1130 NENT T 
NT 11*0 ? 

UE 1150 TRAP 1260:RESTORE 1228 
NM 1160 REA® AS:FOR J-1 TO LENIAS) 

UK 1170 IF A$tJ,J>="4" THEN GOTO 1260 
18 118® IF A£(J, JJ = ,, A" THEN AS lJ , J) =' 4 Q" ! ? 
NH 1198 ? AS(J,JJt 
FE 1208 KENT J 
OH 1210 GOTO 1160 
LG 1228 DATA The fdPMMan 
writer so with that 
otaged the* 

FO 1238 DATA scaffolding 

Idling- The signur iter *s plastic tetter 
$ are about* 

QG 12*0 DATA to fall Off, YOWr jQb is to 
catch the* before theu swash on the s 
round. Tppe* 

FC 1258 DATA the falling letter Oft vour k 
eybosrd to catch it.*+ 

CO 126® POSITION 1,20!? “ 

; DIFFICULTY “ 

JG 1270 ? 11 GAME "!P 

OKE 82,11 

ML 1280 AL=1;POKE 752,lit 

FA 1270 IF PEEK (532791=6 THEN 136® 

AP 1300 If PEEK(5327®»=5 THEN AL-AL+1 

RK 131# IF AL>9 THEN AL=1 

FL 132® POSITION 17,20;? AL! ? ,l t M 

UK 1330 FOR DE=0 TO 26 

EN 13*0 IF PEEK(532791=6 THEN 1380 

JD 135® NEKT DE 

DG 136® IF PEEK(532771=7 THEN 136# 

TA 1378 GOTO 1298 

U® 1380 FOR E=l* TO 8 STEP -ItPOKE 752,1: 
POME 709,E!FOR DE-B TO * ! NEKT DEiHENT 
E 

PO 1370 POKE 559> 0{GOTO 11® 

FN 1408 REM ** TITLE SCREEN DATA ** 

NT 1418 RESTORE 1*78 
UM 1420 FOR 11=1 TO 321 
OE 1430 READ A 
IS 1*4® PUT N1,A 
LU 1458 NEKT K 

XZ 1460 PONE 82,2:CLOSE Hi;GOTO 1118 
DO 1*70 DATA 32,32,21,21.21,21,21,21,21,2 
1 , 21 , 21 , 21 , 21 , 21 , 21 , 21 , 21 , 21 , 21 , 21 , 21 , 
21 , 21 , 21 , 21 , 21 , 21 , 21 , 21 , 21 * 21,21 
NY 1*88 OATA 32,3Z,32,32,32,ZS,32,18,71,9 
7,11*,101,116,104,32,77,®7,11*,116,185 
,110,39,115,32,32,32 

FL 1*98 DATA 32,32,32,32,32,32,32,32*32,1 
53,32,32,32,32,32,25,32,160,32,8,18,32 
,32,32,32,153,149,180 
AP 1500 DATA 1*9,25,0,18,32,32,6,32,8,168 
,10,32,8,166,168,136,32.153,32,32,32,3 
2,32,25,32,166,8,1X6 

UE 1618 DATA 32,32,32,32.32,32,32,160,32, 

32,32,136,10,6.136,32,160.32,160,32,16 

0,32,32,32,32,153,32 

CH 152® DATA 32,32,32,32,25,32,168,168,32 
,32,32,1*7,1*9,32,32,32,16#,32,32,32,3 
2,16®,136,32.32,160,16#,136,32 
FP 1538 DATA 160,16«,160,32,32,153,32,32, 

32.32.32.25.32.160.138.18.32.32.32.32, 
32,32,32,16#,32,32 

PI 15*0 DATA 32,8,136,32,32,32,160,32,32, 

32.160.32.32.32.32.153.32.32.32.32.32, 
25,32,160,32,138.136 

MT 1S5B DATA 32,32,32,32,32,32,116,32,32, 
138,135,32,32,32,32,136,32,32-32,138,1 
68,168,18,32,153,32 

kfK 156® DATA 32,32,32,32,25,32,136,80,97, 
103,181,32.54,32,77,97,183,97.122,105, 
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ATARI 8-BIT 


PHINTSHQF DTP SOFTWARE £14.35 D 

PAINTSHOP ICON DISK-1 ($.00 0 

PRINTS HOP ICON RISK - 2 K.flfl D 

ATMiwnimt wmnmteN cu.« d 

IIHC DATABASE * SPELL CHECKER? 
yiSICALC PRO SfRDUWm E1E.95 D 

FAMILY FI HANEE ■ ACCOUNTS”! IVtM D 

CONDITIONAL 0EHNANl.Ea$S I C1D.QBD 

BASIC LANGUAGE TOOLKIT E3.50 D 

GRAPHICS RISK OPEHAlUrt SYSTEM EZ.35 C 

MS SCEHIRIO CONSTRUCTION SET 0.00 0 

SPELLING GEHIE IEDLCAT DHl EE. C 

NUMBER aUCT|EDjjCATI«N) Q.» D 

MATHEMATICS NOUGHTS AND CROSSES D 

SOFTWARE DEViLfrPEPS RISK TOOLS tl B 0 

EASTER H FRDHT |THE WAR GAME) E3.5B C 

mm GEH LflATOR £7.35 t 

TBff FORMATTER £3.35 C 

W.S.F H pu GRAPHICS SYSTEM) E.B5 C..TJ 

PHOBDS (SU PERB SHOOT EM OP! !) EE.35 (j£l 

IRSTEDIT l F&HT DESIGNER? £2,35 C 

ATTANK 1 1 ARCADE WAR GAME i £3.35 C 

SALMON HUN TALL ACTIOH ARC'ADEI £3.35 C 

EH FIO-FOflm <HW. LAHGUAOfl 13.50 C 

T: TEXT BfSPLAY DEVICE HANDLER 2.35 C 

SUPER OI&ASSEMOlfN WITH LAtftS E7.95 C.-1D 

SEVEN CARD STUB £3.50 C 


XE13D CUSTOM 1 COMPUTER 
XE370 'CUSTOM 1 COMPUTER 
XF551 36GK DISK DRIVE 
(INC MYOOS +■ SOFTWAKl PACK) 
1000 SUPER ARCHIVER DRIVES 
858 INTERFACE MODULE 
ICO PRINTER INTERFACE 
XC-12 STEREO DATA RECORDER 
LIGHT GUN W/ BUG HUNT CART 
1 DSD SUPER ARCHIVER MODULE 
XL CONTROLLER CARD PPB II 
XE CONTROLLER CARD PPB II 
SPARTADOS X DOS CARTRIDGE 
MAC/65 ASSEMBLER CART 


m .95 
E14&.95 
£149.95 

£149.95 
£55.00 
£29.95 
£29 95 
£29.95 
£55.00 
£49.95 
£54.95 
£46.95 
£46.95 


SPECIAL ST PROMOTION PACKS 

SYSTEM 1 


5ZQST-FM COMPUTER 
SM124 HI-RES MONITOR 
STAR LC-10 NLO PRINTER 

TOTAL ^ £504.00 


SYSTEM 2 

MEGA 1 ST COMPUTER 
SM1Z4 HI RES MONITOR 
STAR LC24 10 IQ PRINTER 

TOTAL = £045.00 


SYSTEM 3 

MEGA 2 ST COMPUTER 
SMI24 HI RES MONITOR 
5LM804 LASER PRINTER 

TOTAL = £1629.00 


256K-12 DRAM 
1C. CHIPS 

ICD PRINTER 
CONNECTION 


E4.5D 


£20.95 


NEW! YEMACY B/4 

Allc-ws you ba dump yuui lavuurile pictures Id a STAR LC1D colour 
m EPSON JK-SB printer in FULL COLOUR 

DISK ONLY £29.95 OR WITH LC1I COLOUR PRINTER E2A9.0J 



illiin|||limll!i!:i!l!!i!liii! 

1CQMPUT EBHPUSE 

_ 


ID * 3.5 ,! DISKETTES 

£0.95 

I S' ' 1Q0 DISK BOX 

£6,85 

5.25 M * 50 DISK BOX 

E6.Q5 

5.25" p 10D DISK BOX 

ED 85 

3.5" DHIVE CLEANING KIT 

£2.50 

5.Z5" DRIVE CLEANING KIT 

E2.5D 

LC-10 B/W RIBBONS 

£3.50 


MOUSE MATS £3.50 

MOUSE HOLDERS £3.35 
THINGI COPY HOLDERS £3.25 


520ST-FM EXPLORER PACK £26S.GO 

520ST-FM SUPER GAMES PACK £345.00 

MEGA 1 ST PROFESSIONAL PACK ESI 9,00 

ATARI MEGAFILE 30 HARD DISK £439 00 

ATARI MEGAFILE 60 HARD DISK £599.00 

SUP RAD RIVE 30 MEG HARD DISK £429.00 

MEGADRIVE 40 FOR MEGA ST s £729.00 

(free internal fining} 


ST SOFTWARE THAT'S A CUT ABOVE THE REST! 

KNIGHTS DF THUNDER E21.95 FERRARI FORMULA ONE £21.95 
BLOQDWYCH E21.9S 


STAR PRINTER 

SALE 


LC1Q 9 PIN B/W NLQ PRINTER 

£154.00 


LC10-C COLOUR NLQ PRINTER 

£moo 


LC74-10 24 PIN LQ PRINTER 

£215.00 


2M CENTRONICS PRINTER CABLES 

£4.95 


NEWI - 11" CQMTHHUOUS STATIQHERY SELF-SEAL ENVELOPES £10-00 PER 1QU 

COMPUTERHOUSE UK 

14, ROMILV COURT, LANDRIDGE ROAD, FULHAM, LONDON SW6 4LL Telephone 01-731 1276 


ACCESS 


MASTERCARD 



4 CARDNET 


tUftOCAHD 



VISA 


K-TYPE 


continued 


11G, . 69j 78,71 

CZ 1576 DATA 76,65,78 P 68,4±,17 P 32,153,32* 
3 2 j 32 j 32, 32* 14? j 14?i 11? ^ 14? j lO, 14? P 14 

9.149.149.149.149.149.149 

PW 1560 PAT A 149 P 14? ,±49 ,149 B ±49,149*149, 
149,149,149,149,149 , 149,111j149,14 9,14 

9.149 , 57, 37,3 7 f 32 p 32 , 37,3Z P 32,S2,161 
FtP 159B RE« «* MAIN SCREEN PAT A 

OA IBM DATA 125„9,21,21, 21, 2.1, 21,21, 21,2 

liZl,Zl,211ZliZli21,21* Zl,21» 21,21,21, 

Zi,21,21,21,Zi,21j21,21,21,21,21,21 
QU 1610 DATA 21,21,21,21*21,15,32*153,65, 
66,67,68,69,70,71,72,73,74,75,76,77,78 
P 7? P 60,61,62 H 33 P 84* 65 P 86 P 87 * 00 
0F ±520 CAT A 89 ,YO, 48 , 49 ,50, 51 ,S2, 53 , 54 , 5 

5,56,57,59,25,32 

FB 1630 DATA ±1,149,149,149,14?,149,149*i 

49.149.149.149.149.149.149 

5£ 1640 PA J A ±49,149,149,149,149,149,149, 
149,149,149,149,149,14?,149.149,149,14 
9,149,149,149,149,149,149,149,12 
VI 1658 PATA 32,*9.29*29,29,29,29,29,29,2 
9,29 

CA I860 PATA 35/36,35,36,35,36,35,16<IS>I 
6,35,36,35,36,35,36,35,36,35,36,35,36, 
35,36,35,36,35,36,35,36 > 35,36,35 
VI 1676 PATA 36 p 35,36,35,I6,3S,32,36,35,3 
6,35i36 „ 35,36,35,36,35*36 ( 35,36,35 P 36, 
35,36,15,£6 p 35,36,35,36,35,36,35 
HN 1680 DATA 36,35,36,35,36,35,36,35,36,3 
5,36.35,36,32,160,160,160,160,160,160, 
160,288,225,231,229,166,182,160 
LV 1690 DATA ZB5*225,231,225,250,233 P 236, 
229,168,166,197,286,199,284,193,286,1? 
6,16?,160,160,160,160,150,160 
Li 1700 PATA ±6i,S2,lS3,7,26,36,35,36,35, 


32.32.32.32.32.32.32.32.32.32.32.12.32 
* 32.12,32,32,32,32,32,32,32,32 

CP 1710 DATA 32,32,36,35,36,35,153,6,25,3 
2,153,6,25,35,36,35,36,83,67,79,62,69, 

32,6,160,226,249,160,149,149,149 
MO ±720 PA1A ±60,160,160,160.10.3^,77.71, 

83.81.32 - 35,76, 35,36, 153,7,25,32.153 ,7 
*25,36,35,36,35,32,40,32,32,32 

OY 1730 PATA 8,199,225,242,229,244,232,16 
0,205,Z25.242,244,213.238 p ±G,17■48,17, 
32,32 r 36.15,16,35*151,6,25,32,153 
Zt* 1740 PAtft 6,25,35,36,35/36,32,32,32,32 
,6^136,21,32,21^ 32,21,32,21*32,21,32,2 
1,32,21,138,10,32,32,32,32,35,36 
EK 1758 DATA 35,36„±53.7,2S,32,1S3,7,2S,3 
6.15,16,35,32,32,32*8,136,21,32,21,32, 
21,32,21,32,21,32,21,32,21,9.21 
DN 1760 DATA 138,10,32,32,32,36,15,36,35, 
153,6,25,32,153,6,25,35,36 T 35, 36, 32,32 
,8,136,21.21,32,21,32.21 * 32,21 
JJ 1778 DATA 13,21,32,21,32,21^32,21^21,1 
18,18,32i32,35,36,35,36,153,7,25, 32,25 
,7,25.36,35,36.25,32,8,136.32,32 
5F 1780 PAfft 32,32,21,21*21,21,21*21,21,2 
1,21,21,21,32/32,32,32,138,10,32,36,35 
,36,35,15 3,6,25,32,151 P 6 P 25 * 35 
MG ±790 PATA 16,35,36,8,166,168,160,168,1 
60,21,21*21,21,21,Zi.21,21,21* 21,21, 21 
,21,160,160,±b0,±60,160,10,30,36 
ET 1000 DATA IS P 36,151,7,25 P 12 
MM 1610 RESTORE 1668 
LX 1826 POKE 82,0!? "B 11 
ZY 1830 FAR H=1 Tp 576 
AC 1840 fit At? CHR5 CMI J 

HD 1850 NEXT H 

(IT I860 GOTO 250 - 


JVew 4tflP7 User Is sue 40 37 


















































B-BIT games ■■■ 8-BIT GAMES ... 8-BIT GAMES - 8-1 


TALES OF JOLLY JACK 


W elcome to The Black 
Lamp 'The Black 
Lamp. Being the story 
of Jack - Jolly Jack the Jester, 
hero of this medieval mission 
of daring and romance, this 
courageous crusode through, 
rustic landscapes and Gothic 
interiors, this audacious quest 
to rid a kingdom of evil - 
where the reward for success 
is the hand of a Princess and 
the price of failure Is death!' 
And so begins the eloquently 
worded and highly enjoy able 
story of BLACK LAMP, a game 
from BT which should be well 
known to anyone who's pur¬ 
chased an ST Super Pack re¬ 
cently. There's a whole lot 


Title: BLACK LAMP 

Publisher Atari Corp. 

Price: £7.99 or cassette 

Players. 1 
Control: Joystick 

Reviewed by Paul Rlxon 


more to read In the super little 
booklet accompanying this 
welcome S-blt conversion by 
Atari Corp. It tells of Jack's 
quest to prove his worth to the 
King so that he con marry Her 
Royal Highness Princess Orize- 
Ida, a daring exploration of a 
vast kingdom in on effort to 
return a missing set of magic 
lamps to their rightful place in 
the lantern cupboard, The 
lamps are scattered far and 
wide throughout the kingdom 
of Allegoria. but the black 
lamp Is special - it is guarded 
closely by that most fearsome 
of enemies, the Dragon! 

A superb piece of music wel¬ 
comes you to this fast paced 
arcade adventure, and is 
soon followed by the first in a 
series of visually splendid loca¬ 
tions, Scenes are o mixture of 
indoor and outdoor settings 
indoor scenes consist of indi¬ 
vidual screens which 'flip' for 
replacement when necessary 
whereas outdoor locations 



scroll horizontally as Jack pas¬ 
ses through them. Indoor 
scenes may contain such fea¬ 
tures as choirs, barrels, lad¬ 
ders, stairs and platforms for 
Jack to negotiate. Possible 
exits may be left or right, up, 
down or even in and out from 
your current position - map¬ 
ping the vast complex won't 
be easy, but you ore advised 
to persevere! 

Jock must avoid or fight o 
variety of monsters on his 
travels but to help him there 
are various bonus objects and 
food parcels to collect olong 
the way. Thanks to the spells 


of PratWeezle, Jack hos five 
lives which are governed by 
his level of remaining energy, 
Subsequent games become 
progressively more difficult 
and no two are ever identical 
as the positioning of lamps, 
nasties and bonus objects is 
completely rondom. 

Perhaps it's a little too late In 
Atari's history for BLACK LAMP 
to become a massive 8-bit hit 
but it certainly deserves a 
great deal of support for it is 
truly an enthralling product, 
worthy of the highest possible 
accolade. I highly recommen¬ 
ded It. 


i 



BALLS BRICKS AND BATS 


T he brick, the bat and the 
ball - three essential in¬ 
gredients of a game 
concept that is almost as old 
as Atari itself. First Introduced 
in 8-bit form on the VCS, 
Breakout remained commer¬ 
cially unimitated until Imagine 
released their arcade conver¬ 
sion of Arkanoid a game 
voted second best of 1987 by 
PAGE 6 readers. Some two 
years later, Atlantis have now 
decided to provide Atari gam¬ 
ers with CRACK-UP - a budget 
priced version of precisely the 
same thing! - well, almost. In 
something of a break from tra¬ 


dition, the use of paddle con¬ 
trollers is no longer included os 
on option. Bad news for the 
half-dozen players who 
actually own them! 

For those newer Atari ans who 
might be wondering what the 
game is all about. Breakout - 
or should I say Crack-Up - is all 
to do with zapping screens of 
bricks! A tiny ball takes care of 
the actual destruction as it zips 
around the screen, colliding 
with the bricks and rebound¬ 
ing off of three perimeter 
walls. Your job is to manipulate 
a bat across the fourth, open 
boundary so as to prevent the 


ball from bouncing out of 
play, 

Naturally it's not quite as easy 
as it sounds, with variations in 
speed, indestructible blocks 
and o variety of wall configur¬ 
ations to contend with, Added 
interest is provided by a series 
of symbolic capsules that fre¬ 
quently float towards you after 
a brick has been eliminated. 
Catch the appropriate symbol 
and you may find yourself with 
an extra life, a laser-equipped 
bat or indeed any one of 
seven special goodies that 
players of Arkanoid will be 
familiar with, A two player 
mode is included, although 
unfortunately there isn't on 
abort game facility so if you 
make the wrong selection, 
you will have to wait for each 
of your five lives to deplete 
(and keep swapping the joys¬ 
tick over if you don't already 
have one plugged into port 
2 ), 

Graphics Ore generally 


pleasant without being any¬ 
thing spectacular, a scrolling 
starscape forming the back¬ 
ground scenery and the bricks 
brigntiy pointed in a wide 
range of colours. Sound 
effects are also acceptable, 
providing your monitor has the 
ability to turn down the 
volume! 

Although not outstanding in 
any respect. Crack-Up is a 
reasonable budget offering 
that should certainly appeal 
to anyone looking for an up- 
to-date version of Breakout, 
especially if they don't want 
to spend a lot more money for 
the somewhat superior quality 
of Arkanoid, 


Title: CRACK-UP 

Publisher: Atlantis Software 
Price £1,99 on cassette 

RayerS: T/2 
Control: Joysticks) 

Reviewed by Paui Rixon 
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MIT GAMES ... 8-BIT GAMES - 8-BIT GAME$ 


SPORTS IN SPACE 



W hot do you get if you 
cross a sports simula¬ 
tion with a fighter 
craft and a lunar landscape? 
The answer, it seems, is CYG¬ 
NUS XL a game that bears 
more than a passing resembl- 
ence to the ski slalom in 
Anco's Winter Events - 
perhaps not entirely surprising 
when you learn that Anco 
were originally to have re¬ 
leased the game until a deci¬ 
sion was made to pass it on to 
Atari. 

As the galaxy's most renow¬ 
ned flying ace, your aim is to 
defeat the evil Emperor of 
Cygnus who apparently has 
plans to launch an offensive 

r—-— 

Title: CYGNUS XI 

Publisher: Atari Corp, 

Price: £2.99 on cassette 

Players: 1 
Control: Joystick 

Reviewed by Paul Rixon 


ogoinst the Earth, using it as o 
stepping stone to eventual 
galactic supremacy. To 
accomplish this dangerous 
task you must first attack a city 
complex on the planet Arpha 
Cygnus, then disable the in¬ 
dustrial plant on Gammo Cyg 
nus and the power station on 
Beta Cygnus before a final 
assauff on the imperial planet 
of Cygnus XI and ultimately, 
the Emperor's palace. Flying 
feorlessly across a series of thir¬ 
ty two levels - over four loca¬ 
tions - you must blast the de¬ 
fences, dvoid mines and, most 
importantly of all, attempt to 
conserve your extremely li¬ 
mited supply of fuel. 

From the screen shot above 
you will see that the back¬ 
ground graphics are very im¬ 
pressive, consisting of a su¬ 
perbly designed 'Cygnus' 
landscape in the some artis¬ 
tic style of those locations in 
Winter Events. Shading in the 
lower portion of the screen 


gives a feeling of distance, 
whilst forward movement is 
suggested by energy towers 
which grow in size as you 
opproach them in your fighter 
craft, 

Despite all the pretty scenery I 
have to soy that Cygnus XI 
doesn't score highfy when it 
comes to the playability de¬ 
partment, Such is the ridicu¬ 
lous fuel consumption of your 
ship that you can hardly 
afford to shoot at any ene¬ 
mies and are forced to con¬ 
centrate solely on steering it 
through the energy towers 
which marginally increase 


your supplies Trouble is, the 
quantity of incoming nasties is 
so great that they're almost 
impossible to avoid, and it's 
no time at alf before you run 
out of fuel and have to start 
the gome again from scratch. 
There are no second chances. 

Overall, Cygnus XI suffers from 
looking much better at first 
sight than It actually plays, It 
seems as though nothing 
much has changed when. It 
comes to Atari's pricing policy 
- if you want a top quality 
game then you're going to 
have to pay for it! 


BACK IN THE 



T he wlid west is at its wil¬ 
dest. Ruthtess outlaws 
hove token over a town 
and stolen the deeds of the 
honest townsfolk's properties, 
Your mission, as county Sheriff, 
is to return the deeds and 
bring the baddies to justice. 
Well, that's all according to 
the plot of GUN FIGHTER any¬ 
way! For once, it pays to read 
the few lines of blurb printed 
on the cassette inlay as you 
may otherwise fail to notice 
that the game requires a joys¬ 
tick plugged into the second 
controller port - not the first, A 
confusing anomaly! 


Basically, the Sheriff's job is to 
patrol the various streets and 
public buildings of the name¬ 
less town in the hope of cap¬ 
turing deeds or bandits. If you 
uncover a deed - or indeed a 
yellow brick which is appa¬ 
rently the same thing - you are 
reworded with a cash bonus 
and informed of the number 
remaining to be found. Stum¬ 
ble across a boddle and you 
have to be lightning quick on 
the trigger in order to trans¬ 
form him into an f?IP-endorsed 
grave symbol before he does 
the same to you! You can only 
carry six buliets simultaneously 


but additional supplies con be 
obtained from the Sheriff's 
Office when required, The Doc 
is the man to visit If you want 
an extra life - but only if you 
have o massed at least $500 to 
pay for one! 

Graphics are designed to 
give the appearance of a 
cinema, dominated by o 
large red curtain that is raised 
to reveal the various locations 
in a central portion of the 
screen, Underneath is a ‘tele¬ 
gram' panel where messages 
are displayed informing you of 
the whereabouts of outlaws 
and of the number of deeds 
remaining to be found 
Although the background 
scenery is reasonable (albeit in 
three colours - red. blue ond 
yellow!) the Sheriff himself is 
poorly defined and animated. ■ 
As far the sound, it's sadly of 
the appalling nature that 
we've grown to associate with 
the Atlantis Software range. 
Completing Gunfighter rs 


WILD WEST 


quite time consuming due to 
thg frusfratingiy slow rate of 
movement of the Sheriff, but 
not at atl challenging. Even 
when you hove collected all 
twenty deeds, the game sim¬ 
ply continues with an uninspir¬ 
ing 'you've saved the town' 
message and a further set of 
deeds to collect. Hardly much 
of an Incentive to continue 
playing. 

I honestly can't find anything 
very positive to say about 
Gunfighter. Although young 
Children may enjoy exploring 
ihe various buildings, I think 
that anyone hoping for long 
term entertainment would be 
quite disappointed. 


Title: GUNFIGHTER 

Publisher: Atlantis Software 
Price: £1.99 on cassette 

Players: T 
Control: Joystick 
Reviewed by Paul Rixon 
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8-BIT CAMES ... 8-BIT GAMES - 8-BU GAMES 


SOMETHING RATHER UNIQUE 



U nique Is a word That 
can rarely be applied 
to computer games 
nowadays but I'm tempted to 
use it to describe this new 
Atari Corp. release by Matth¬ 
ew Trim by - author of Twilight 
World and Crystal Raider. 
SLINGSHOT could be de¬ 
scribed as a sort of cross be¬ 
tween golf and pinball, with 
control throughout being ap¬ 
plied via an arrow shaped 
pointer which is ’clicked 1 to 
make selections - as if using a 
mouse. 

Over a course of ten screens, 
your objective is to steer a 
small ball over several marked 
targets In the least number of 


Title: SLINGSHOT 

Publisher- Atari Corp. 

Price: £7,99 on cassette 

Players: 1/4 
Control: Joystick 
Reviewed by Paul Rixon 


shots. You hove commond 
over the direction, power and 
electrical charge of the ball - 
the latter selection is neces¬ 
sary because each screen 
cont ains a number of static 
charges, and applying the 
laws of physics you are re 
quired to decide how best to 
utilise each screen's individual 
layout. Initially you may alter a 
variety of parameters these 
include the levels of charge 
and friction, method of scor¬ 
ing and the number of joys¬ 
ticks in use. 

Click the 'play gome' option 
and the screen changes to 
the Slingshot arena comprising 
of gravity slopes, friction bunk¬ 
ers. suction tubes and over ten 
other special features. After 
placing the ball in the starting 
area, you will be prompted to 
take a shot. This involves mov¬ 
ing the arrow to a point you 
wish the ball to travel through 
before selecting the desired 
power level, it's then a case of 


watching, fingers crossed, to 
see if you made the right 
choice! 

There ore ten screens to a 
course and new courses may 
be loaded from cassette - an 
additional one is included 
after the main program code. 

If you don't fancy any of those 
provided simply flip over the 
tope and you'll find the Sling¬ 
shot Construction Set, a sepa¬ 
rate program that you can 
use to construct and save as 
many new courses as desired 1 
Subject to certain limits of 
quontlty you can use any of 
the game elements and 
choose the colours from a grid 
of 123. You can also load a 


previously saved course for 
editing. The instructions sug¬ 
gest the possibility of saving 
screens to disk but It appears 
that this option has in fact 
been removed from the prog¬ 
ram itself - o pity. 

There is so much to Slingshot 
that it's impossible to cover 
everything In a short review. 
Graphics ond sound are both 
excellent and playability is 
another of the game's great 
strengths, if you're looking for 
something a bit different that 
requires skill and judgement 
rather than super fast reac¬ 
tions then you need look no 
further than Slingshot - it's 
great! 



TOP NOTCH SHOOT'EM UP 


I t reolly is pleasing to con¬ 
firm the reality of Atari's 
new-found commitment to 
8-bit products, Yes, there really 
is a terrific new range of soft¬ 
ware to back up the promises 
and Atari enthusiasts every¬ 
where should be rushing out to 
snap some amazing new 
games. SPEED HAWK is one 
such reieose produced for 
Atari by Arena Developments, 
who were also responsible for 
the excellent Tiger Attack re¬ 
viewed in issue 38. Apart from 
cosmetic differences, the two 
games are actually quite 
similar! 


The inlay card talks of Space 
Pirates who are gathering 
strength to launch an attack 
on the ring worlds of Tintagel. 
it appears that you are the 
only one with sufficient skill 
and courage to tackle the In¬ 
tricate defence systems of the 
Pirates' Mothership and to 
destroy the mutant guardian 
who protects their fleet of 
space craft. 

Whenever the word ’Mother- 
ship' crops up in a game de¬ 
scription it's usually a signal to 
prepare for a Uridium clone 
and Speed Hawk is no excep¬ 
tion to the rule. It's yet another 


vertically scrolling ’fly over the 
Mothership zapping every¬ 
thing in sight' type of game 
and, in common with Thunder- 
fox, Mlrax Force, Astro-Droid 
and various other snoot ’em 
ups in the same mould, is defi¬ 
nitely not intended for the 
absolute beginner! One false 
move and an alien craft will 
transform you into a puff of 
space dust, quicker than it 
takes to look oround an Atari 
Games Centre!! If you're 
lucky, the debris of a dying 
fighter craft may leov© behind 
a power pill which may be 
used to your advantage. Sim 
ply fiy over the capsule and 
you can obtain, among a vari¬ 
ety of goodies, an increase in 
Shield strength or an addition¬ 
al life. Once you reach the 
Mothership'S command cen¬ 
tre you must aim a constant 
blast of laser fire at the mutant 
guard ion to ultimately win the 
battle - or at least, that's what 
it says on the packaging! 


Speed Hawk is presented with 
all the graphical expertise that 
was prevalent in Tiger Attack - 
smooth vertical scrolling, well- 
defined playeTs and tasteful 
colouring. The distinctive style 
of programming extends not 
only to the graphical aspects 
but to the musical effects as 
well. 

If you're not concerned with 
originality and can afford the 
higher price of Atari's software 
you will undoubtedly be 
pleased with the purchase of 
Speed Hawk. It's a straightfor¬ 
ward, uncomplicated but un 
questionably top notch shoot 
‘em up, 


Title: 

SPEED HAWK 

1 Publisher: Atari Corp. 

Price: 

£7.99 cosseHe 

PLoyers: 

1/2 

Control: 

Joystick (s) 

Reviewed by Paul Rixon 
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+ KENNY DALGLISH * 
★ SOCCER MANAGER * 
uass £8.95 


* BLACK LAMP * 

cass £7.95 


★ SLING SHOT ★ 

cass £2.95 


★ TIGER ATTACK * 
cass £(5.95 


t£e natuxai choice 

pvt 

/4ttvU M^Uwvte, 


INSTANT PLAY 
XL/XE ROM 
CARTRIDGES 


ARCH0N 

14.95 

BALLBLAZER 

14.95 

BATTLE ZONE 

14.95 

BLUE MAX 

14.95 

DESERT FALCON 

14.95 

DONKEY KONG 

12.95 

DONKEY KONG JNR 

12.95 

DREADNAUGHT FACTOR 

9.95 

EASTERN FRONT 1941 

9.95 

FOOD FIGHT 

14.95 

H.E.R.O. 

9-95 

JOUST 

12.95 

KABOOM! 

9.95 

MINER 2<J49er 

9.95 

MISSILE COMMAND 

9.95 

MS PACMAN 

12.95 

MOON PATROL 

12.95 

MUSIC COMPOSER 

19.95 

PACMAN 

12.95 

PITFALL 

9.95 

PITFALL II 

9.95 

POLE POSITION 

12.95 

RALLY SPEEDWAY 

9.95 

REALSPORTS AMERICAN 


FOOTBALL 

12.95 

RESCUE ON FRACTULAS 

14.95 

RIVER RAID 

9.95 

SPACE SHUTTLE 

9,95 

TENNIS 

9,95 


CASSETTES 


XL/XE 


ACE OFACISlHKf 2.95 

CRACK UP 1.95 

DAWN RAIDER 1.95 

DHACDNU5 !&4Ki E.95 

EARTHQUAKE 2.95 

ENCOUNTER 2.95 

ESCAPE FROM TRAAM 2.95 

F-15 STRIKE EAGLE 3.95 

FOOTBALL MANAGER 2.95 

FOUR GREAT GAMES! I 3 95 

FOUR GREAT GAMES III 3 95 

FOUR STAR GAMES I 3.95 

FOUR STAR GAMES II 3.95 

GAUNTLET (HK) 2.95 

GH0STBUSTER5 295 

GRAND PHIX SIMULATOR 2.95 

GREEN BERET 2.95 

GUN FIGHTER 195 

HARDBALL 295 

JQCKY WILSON'S DARTS 2-95 


KENNEDY APPROACH 

8.95 

LANCELOT |U4K' 

12.95 

LAS VEGAS CASING 

2.95 

NUCLEUS 

2.95 

PERISCOPE UP 

1.95 

PUGOTHQN 

2.35 

QUARTET GOLD 

3.15 

SHOOT EM UPS (64K) 

6.35 

SOLO FLIGHT 

835 

SPEED ACE 

2,95 

SPEED RUN 

6.95 

SPEED ZONE 

1.95 

STAR WARS 

8.35 

SPY VS SPY TRILOGY 

M5 

SUPERMAN 

2-35 

TICHN ICO LOUR DREAM 

8.35 

TIME S MAG IK \m) 

12.35 

TURF FORM 

2_35 

WINTER OLYMPIAD (HK) 

8.35 

ZYBEX 

2.36 


ACCESSORIES 


ST SOFTWARE AVAILABLE 


PADDLES (PAIR) 

PRO LINE CONTROLLER 
QUICK SHOT II TURBO 
SPiEDKINQ AUTOFIRE 
STANDARD JOYSTICK 
TAC 5 

DISK NOTCHER 
INPUT/OUTPUT CABLE 


9-95 

7-B5 

12f95 

4.95 
12.95 

3.95 

9.95 


2600 VCS CARTRIDGES AVAILABLE 


XL/XE DISKS 

ARKANOID 

11.95 

ASTRO DROID 

6.95 

SLUE MAX 

7.95 

BOULDERDASH 11 

5.95 

RED RAT DOUBLE PACK 1 

6.95 

DRACONUS 

11-95 

F-15 STRIKE EAGLE 

12,95 

FOUR STAH GAMES 1 

6.95 

GUILD OF THIEVES (64K) 
KENNEDY APPROACH 

16.95 

12.95 

LANCELOT (64K) 

12.95 

LIVING DAYLIGHTS 

12_95 

MINI OFFICE II 

16_95 

NEW YORK CITY 

3-95 

QUASIMODO 

7,95 

SOLO FLIGHT 

12.95 

SPEED RUN 

3.95 

SPY VS SPY TRILOGY 

12.95 

SPYHUNTER 

7.95 

STAR WARS 

11.95 

TECHNICOLOUR DREAM 

9.95 

TIME A MAGIC (64K) 

12,95 

TOUCHDOWN FOOTBALL 

12.95 

WINTEH OLYMPIAD (64 K) 

12.95 
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Mark Hutchinson’s 

RANDOM NOTES 


APOLOGIES ^ 

First of oil I want to apologise to all those people who use tapes. 
My trusty 4lQ r bought away back around 1980, has been dead 
Tor y couple of years and 1 really cannot see myself replacing it 
now. So, please do not send me tapes, I cannot handle them. ! 
am quite willing to let you have some examples or routines to 
help explain programming techniques if you send me a disk, but 
not commercial stuff. Please do not ask! 

I still get quite a lot of letters from readers asking for help but 
the content has changed dramatically from the time when I was 
writing the 'First Steps' column, At that time 1 was helping out 
beginners to ATARI Basic, now 1 am being: asked about commer¬ 
cial software. Any software items i have for the 8-bit S have hod 
for some years. For instancy f use AT ARTWRITER PLUS and 
nothing else. T am very happy with it as it does ail 1 ever want to 
do in word processing. I hove no idea about other word proces¬ 
sors, 1 never have call to use a spreadsheet, a com ms package 
nor. believe it or not, do I have need of a database. Much as I 
hale to disappoint all those people who are looking for enlight¬ 
enment 1 only ever stated that you would receive help with Basic 
programming. I must also add that I can competently handle a 
soldering iron bid J know very little these days about electronic 
circuitry, so nothing technical please. 

Having made one apology ! will just as happily make another. 
For the past couple of weeks 1 have been in the north of England, 
all thoughts of writing gone from my head. Some people have 
had to wait a little while longer for an answer but if you have 
enclosed an SAE you will get a reply, 

AND AGAIN! 

Ah well, third time lucky, 1 hove to say sorry for my rep ties 
about the XF5S1 drive. Never having tried one (my 810 and 1050 
are still going strong!) I hod supposed that the advertisement 
was correct and it was just wrung usage that caused the problem, 
but it seems that the supplied DOS does not do all it should, 
Mitch Mitcham wrote to me a few days ago to say that he had 
purchased MYDQS to try with his new XF. Maybe you remember 
Mitch's letter in issue 38? He was advised to get DOS XE which 
has not been seen over here (yet has been selling for about two 
years) but to try MYDQS if he could find it. After formatting a 
disk he found it to have 3989 sectors! Has anyone been able to 
use this disk drive as advertised? If so, do please write and let us 
know, I totally agree with Mitch that, if this drive and its 
associated DOS does not do what is advertised then proceedings 
should be taken against the advertiser, Perhaps the advertiser 
would care to give his comments to us as well so that I can tell 
users where they are going wrong. 

Is this another ATARI cock-up? Am I fast becoming disillusioned 
with the Tramiel dynasty? When was the last time you heard 
from lack? When was the last time you heard from ATARI UK 
even? Is it all a nightmare? 


MORE THAN GAMES 

For {in, my humble opinion) the best hybrid ATARI magazine 
going, why is it that the ST section is comprised mainly of games 
reviews? 1 am the first to admit that 1 do not program on my ST 
but many people do. If you do not believe me then just look at 
the amount of material In the PAGE 6 ST Public Domain collec¬ 
tion, In the last issue there were 23 pages in this section and the 
only item of interest to me was a four page article on STOS, I 
have read other magazines that have programming articles with 
long listings, no commenting and working on the intricate parts 
of the computer that most mortals shun but there are many 
different levels of programmer, and I have yet to see an article 
for the person who has bought the ST as their first ever 
computer. 

To my mind the biggest error Atari made was to bring out a 
computer without a built-in Basic. Just think, the basic could be 
on a chip which could be upgraded and could be switched in or 
out of use. Ihis option is still totally feu si tile via the cartridge 
slot, but to make any sense ol having a single standard ST Basic 
ATARI would have to supply the cartridges at next to no cost and 
release a new TQS. Don't hold your breath! 

THE SHOWS 

f hod heard certain complaints that the London ATARI shows 
had been taken over by the 16-bit vendors so I made a point of 
noting the availability of R-bit articles at the last show. 1 only 
found five stands with 8-bit items (not counting stands such as 
PAGE 6). Some of these stands even hud VCS items. I was really 
surprised at the low price bargains to be had but,, admittedly, 
they were mostly for the ST. Hopefully the number will increase 
at the alternative show in November, but how many people will 
come to the Midlands from the South? Will you be there to 
support PAGE 6 Publishing and other 8-bit retailers? We cannot 
print all letters but we would like to have your opinion on this 
matter. 

Well, Lhat is it for now. Hopefully by the end of the summer 
things will have brightened up on the computer scene. 

ADDENDUM 

Just as I finished this article a letter arrived from Jim Cutler to 
say that he uses SUPERDOS 3.5 which can be configured to the 
XF551 (he also recommends SPARTA DOS X for the novice). 
Cherry Bouluin's letter did not go into the 'Black Hole', letters 
from Tony Garbett and A.L. Morris (nice to hear from you again 
Arthur) go to the Editor for reasons given above. 

Write to me, Mark Hutchinson, at; 

1 Holly mount, Finaghy, Belfast, BT10 OGL 
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Expand The Capabiiites Of Your 8 Bit 
Atari 

US DeuJfJfer 

E ■.£ki-‘!dH>3 IIii* ■ 35il disk rir h 1 !' 5 sCrqnglh 1 s wh[j.1 ICD 5Dpyblr-r is 
a atwul A Ifue perlormer in area Qi Hardware mpdltcanans Ifni 
Chip SCI OJ 1 CfcIV uanatoUfflJ yuur At.ui msp a pFWFmgusfl mdinlirig uni h 

tfwiftiflto# nearer before possessed &y a 1 O&D Features fcke 

Irue CC’jhln de ■■!■=- 'y icr g-uakT Sle.jiji'- singly Ji irl cfoubfo ri^r 511y 
SuppGfl. an Kcsiereied i 0 rile -dEsg-ned io Inpie your s&sed when 
combined wi|h Sp.3ri.jD0S and lyii oDmpsao&kty wi|h E-xiEbng *;an 
soflware £2g 35 



I S JJ-uichl-c-E 


i 

SjliiIiDOS 

C-gRFfniclJan Sfl 




1 


Fjcrttfi 1 Sr ibf, ziv. 


Spnr&DQS 

mis Disk OpL'Mt.rg Syrien hap be*«n ^.deiy acc-a^ed as ne besi 
DOS tonne 5 &t Alan a SpariaOQS ■ our: 1C D suppprii everything 
Tncrr 610 d'Sk dove* EhfsHfoh RAM dskslg hard disks A special menj 
alipwfi up'd I pns'fl - erasure and locking unlocking pi 1i|e-& using only 
the Sp-ace Ba r . Oplion. S:a" and Select keys T *i<5 .iHil'y pnongg 
sjppbac also len-iur^s a 32 cngrrcler -.Ey board Pu+jer. imell^ent 
swfchng det^eE n c-skcer s i,es. a b.iary Tiler n# rren,,. &ubtfrecfora& 
3Kl iirte dete Kam^ng ideal tar use wun -he new XFS5 f £33 55 

SpanpDOS and US Doubler Pack ■ Or~f £.19 95 

FHi Conimctk on 

Now yGu're ra lurgrir l.n.ied lo Aiar ccmpaoPe praters ard modem* 
The P:fl: Canng-clion pLgS-direcNy iniOShu 5«nTs( disk drive pxjrtol any 
B bi Aza.^ ar-d prpwdes the u5E r w.|h a standard Centronics 

Dn^for mlgrtaca anp 'WO RE.-232 Sfrrdl pi ll a-Sb OreWS ilE pPWflf 
tron ycuT compiler which means pre less epre ftqht ng for a ppwp’ 
rc? nt wn.ie iis oampaci sie leaves your space viiuaity ciuder ■'ree. 

The P'A; Connection s serial pons use a tolly cc^Tgat-se R. handler 
aroresembiu ihpseo^e A^ar. esc 'menace wilvhe sanr»s signgJsarid 
Fynd-pns. £6a> 9& 

iCD Pri'iTJei' Cdrtrtireirpn 

ICD s Printer ConnedLon isaCenlramcs paralle;piini^r imerface 1o r 
Aiar. 0 bi cG.TcuLers which plugs in|p the compj:er s seial per pheri 
Pvtarclher d 'ec-l^inLQysjrpi'inier. ll wpri(§wi|hiT^'5| parallel P'interi 
ar’o & bu software wingyi ihe need ta r special crive? softwyru 1 ar>5 
ir^iirfas a buih-ir printer cable £29 95 

Frcvrwi 1 S:;ih*jr^ aho d shtvir al 3 til OSS prccun^ uh-kt Aciion 1 , Qa S «; x£ arc 
Basic XL jvd ihe IC-Op^uCis ■ Ramtxi ai and H ~i~eB Pifla&i? w.-ra (K 

phana tanou-colaiaguB 

Ai prcni ncucu VAT ana PoSiiagGi 

FO Bus 115 Wsnh Vei^£.-,ieK3a ODC yJ23j iSFl-W SSD6-77 




PRXWXER USERS Enhance ycut gatputi 
select & combine Graphics, from different sources to 
print in text or alone as desired ie. letter heading 
with your letter, PRINT-FILER can directly produce 
disk files from such as BRGDERBUHD PRINTS HOP, which 
will then print without the parent software, also 
includes EDITOR for customising of filesn Disk £&. 


FftST TAPE LOADIHG Cut times 
by 5/£ths. approx, fit RAMETT to your XC12 and use 
RAKBIT II to convert machine code games up to 3&K, 
and TURBO-BA SIC ( public domain, disk only till now). 
TURBO-BASIC Loads In 75 &ec + s compared to 35 from 
disk, is totally compatible with normal Atari Basic 
adds powerful commands and runs programs written 
In it oe Atari Basic at 3 to 4 times normal speed. 

KIT + RAM BIT II 11 T.B. (state cass. model) £16. 

Fitting +£7 (post cass, to y&h 
Also ASSEMBLER/ EDITOR for RAMBIT II. Tape £6. 

THO DXSX Put your machine code 
tapes on Boot disk with Menu selection; successful 
utility for learning and experienced drive users, 
DOS 2i5 Compatible, has assembler editor facilities. 

TASKMASTER DUk £3, 

All products require minimum 6*SK XL or XE and come 
with full instructions. Prices are all inclusive. For 
details send S.A.E^or P/0, Cheque payable to;- 
RAMBIT 
16 THE CREEN/THURLBYj 
BOURNE, LIMCS. PE1Q OHB. 


A COMPLETE SERVICE IN COMPUTERS & SOFTWARE 


GAMES 

Kenny Dalglish 

Soccer Manager... 

Star Wars. 

Leader&oard .. 

Summer Gaines . 

Gaunllet .. 

Smash Hiis Vol. 1 -7 each 
Livings Daylights ... ..... 

Trivia! Pursuit .. . .. 

Fighter Pilot . 

Mercenaiy Compendium ... 

Spy v Spy .... 

Spy v Spy II ..... 

Spy v Spy III ... ... .. 

Spy v Spy Trilogy. . 

A?1ec _______ 

Polar Pierre ... 

Eouiderdash (l .. 

Mr Robot ... 

Bela Lyrae ... 

Greatest Hits Val. I .. 

Arkanuid .. ... 

Trail Blazer .. 

l-onthaller of ihe Year . 

Silent Service ... 

FI 5 Strike Cagle .. 

Solo Flight ... 

European Soccer ... 

Tiger Attack ... . 

Spyhunler.... 

Colossus Chess 4 . 

Winter Olympiad S0 


Cass 

Disc 

8.95 


8.95 

1295 


11 95 


12 95 

2.99 

11 95 


<3.99 

6.95 

12.95 

12.95 

14.95 

7.95 

10.95 

9.95 

12 95 


6.99 


6.99 

4.99 

6.99 

7 95 

9.95 

4.99 

6.99 

4 99 

6.99 

2 99 

6.99 

4 99 

6.99 

4 99 

6.99 

4 99 

6.99 


9.95 


9.95 

2.99 


8.95 

10.95 

8.95 

10 95 

8.95 

10 95 

8.95 

12 95 

6.95 



6.99 

6.95 

12.95 


12.95 




GAMES Cass Disc 

Mi rax Force ... 6.95 8/95 

Winter Events ... 9,95 

Eidolon .. 9.95 

Hacker .. ■; 6.99 

Rescue un Fractulas .. . 6.99 

Ball Blazer .. 6.99 

Rampage . 6.99 

Atari Aces ... 4J9 

Atari Shoot'em ups .. 4.99 

Alan Plallorm Perlecliun .... ^1 99 

Spindizzy . 4 99 6.99 

IrttematibnaJ Kaiate. 6.99 

Touchduvi-n Football ...... 6.99 

Pitstup 11 . . . 11.95 

GpiMire 40 .. 4.99 E.90 

Draconws ... 6.95 10.95 

Druid ... 4.99 9.96 

Brian Clough's foul ball 

Fortunes.. 7.95 11.95 

ADVENTURE/STRATEGY GAMES 

Ballyhoo . 12.95 

Hollywood Hi Jinks . 12.95 

Stancmss ... 12.95 

CuHhroats . 12,95 

Jinxier ... 16.95 

The Pawn ... 16 95 

LanceFol .. 12.96 12.95 

Time S Majik . .. 12.95 1795 

Lujking Horror . T2.95 

IngfidS Back . 12.95 T2.95 

Guild of Thieves . 16.95 

KnighlOrc . 12.96 12.96 

Cloak of Death ..,,. .. 299 

T0e Gulden Baton ...„ 2.99 

Gunslinger . , 9.95 

Elemal Dagger . .... 16.95 

FULL RANSE Of A TAR12m mmttEES IN STOCK 


ADVENTUR.E/STRATEG Y GAMES D Isc 

Alternate Reality Dungeon . 14.95 

Alternate Reality City . 14.95 

Balllecruisef . ,, , 22.95 

221 h Baker Street . gas 

UBAAT . 25.96 

Computer Ambush .. 25.95 

Warship .. 25.95 

Carrier Force . 25.95 

Baffle of Antietem. 25 95 

Med 1 ! brigade . 22.95 

Gettysburg .. 22.95 

Panzer Grenadier .. 22.95 

Suns of Liberty . 22.95 

Shiloh .. 22.95 

Field of Fire . 9.95 

Questran .. 9.95 

Vietnam . 9.95 

Flight Simulator II.... 34.95 

XL/HE CARTRIDGES ROM 

Rally Speedway .-. E.95 

Designer Pencil ... 6.95 

River Raid . 6.95 

Pitfall II ... 8.95 

Space Shuttle . 8 95 

Dreadnought ... 8/95 

Blue Max . 1495 

Ball Blazer . 14.95 

Final Legacy ... 14.95 

Lode Runner .. 14.95 

Archon .. 14.95 

Star Raiders II .. 14.95 

Battlezorw . 14.95 

Pengu .. 12.95 

Pule Position: .. 12.95 

Delendeir . .. . 9.96 

Paoman... 12.96 

Eastern Front 1941 . 12.95 


219/221 CaniiDcJc Road, Chadsmoor, Cannock 
Staffordshira, WS11 2DD 
Telephone (0543) 466577/8/9 I 


Add 5[}p tn arders less Ih^n SS.OD 
AH prices arc correct at lime ul going to 
press. Atc&ss nr Visa orders welcome 
Pleusu add El par itam lor rwerseas 


UTILITIES 

ROM Disc 

Mira Office II .. . .. 

18.56 

Atari Writer .... 

... 29.95 

Atari Writer Plus 

26.95 

M@mi Assembler . 

19.95 

Microsoft Basic II .. 

19,95 

Silent Butter 


■ Personal Finance . 

16.95 

Planetarium .... 

16.95 

BUDGET SOFTWARE 

Cass. Disc 

Las Vegas Casino .. 

... 2.99 

Spaed Acb . 

... 2.99 

Football Manager ,, ,. ... 

.. 2.99 

Soccer ... 

... 1.96 

Kichstart .... 

1.96 

Ninjd 

... 2.99 

Pitfall M ... 

... 2.99 

Pot HdIb Pfltfl ... 

... 1.99 

Henry's House .... 

.. 1.99 

Grand Prix Sinniulatur . 

.. 2.D9 

Tran-imuter . 

2.99 

ZVtoex ...... 

... £.99 

186 ..... 

. 1 69 

Video Class»cs . 

.. 199 

Submarine Command-er .... 

.. 1.99 

Pro Golf . . 

.. 2.99 

Ghost busters ... 

.. 2.99 6.99 

Slingshot ..... 

.. 2.99 

Hardball .. 

. 2.69 

River Raid ... 

2.99 

Jocky Wilson's Darts ........ 

... 2.99 

Thunriarfg* . 

.. 2.99 

BMX Simulator , 

.. 2.99 

Dawii Raider 

... 1.99 

Speedzone ..... 

. 1.99 

Bomblusion ... 

l .96 

PogoNofi ... 

.. 299 

Whirl,inurd . . 

.. 2.96 

E nnoupiTer 

.. 2.99 

Ninja Commando . 

.. 2.99 

System 3 Ponls- Program . 

.. 2.99 

Phantom ... . 

.. 2.99 

Green Geret ... 

.. 269 

Joe Blade . 

.. 1 69 

Crwk Up , .. 

.. 1.99 

GunFighter .. „ 

.. 1.99 


Please make Clwqnet Or Pnslal Didara payable lo; "MILES BETTER SDFTWAAf 
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PROFILE 






HEAD 
IN THE 
CLOUDS 


THE SUBLOGIC STORY 


T he scene is the University of Illinois, sometime in the early 
1970's. A young student called Bruce Artwick is studying for 
a degree in computer engineering, and his friend. Stu Mo¬ 
ment, is pursuing a course in marketing. Stu is paying his 
way through university by working as a flying instructor at 
the university airport and, in one of those serendipitous 
twists of fate, eventually teaches Bruce la fly. 

At this time Bruce was developing a microprocessor based 
3D graphics package as part of his Master's thesis. Although 
Bruce's head was in the clouds, his feet were firmly on the 
ground as he planned to further develop the package into a 
saleable product, and with Stu h s help, to market it. 

By 19«77 Bruce had the package ready, and together they 
produced and sold it from a caravan owned by Stir's family. 
Sublogic was in business! One small snag - this was 12 years 
ago and the home computer hadn't really yet been invented! 
Bruce's package was designed to run on the M6800 microp¬ 
rocessor, then fust beginning to appear in homebuild com¬ 
puter kits r so soles were very low in comparison to today's 
levels. However, the situation was to change shortly after 
with the arrival of the 6502 chip, the basis of many home 
computer models. 

Given the two friends 1 passion tor flying it seemed only 
natural that Bruce's talent in 3D graphics manipulation 
should be channeled into a flight simulation program. In 
1979 they launched Flight Simulator for an exciting new 
microcomputer called the Apple II, which amazingly offered 
graphics in FOUR colours (including black!). The Apple tl 



Stu Moment - Chairman of Huhlagic and former flying insslruetOr 


was a great success and it soon became apparent that a mass 
market for software was emerging, and Bruce and Stu had a 
unique product to offer. Safes blossomed and the fledgling Sub- 
logic company began taking on extra staff to handle the volume 
and to develop new products. 

TAKE OFF! 

By 19-81 Sublogic had a staff of seven full time employees, and 
Bruce was masterminding a brand new project. A little known 
company called Microsoft had asked him to convert his simula¬ 
tor to run on an as yet unknown machine called the IBM 
Personal Computer, for which Microsoft were producing the 
operating system. They thought it would make an excellent 
demonstration of the machine’s graphics capabilities, and 
agreed to market the new version under licence from Sublogic 
along with their other IBM PC products. 

The IBM PC was an instant runaway success, and Bruce's 
brainchild, now being marketed as the Microsoft Flight Simula¬ 
tor. became a huge seller. Not only did it achieve fame for its 
revolutionary 3D graphics, but it became the standard test of 
IBM compatibility on the dozens of different copycat done PC's 
which flooded the market created by IBM. It was great publicity 
for IBM and Microsoft, but nobody really noticed Sublog sc. who 
were the real brains behind it. 

At around this time true home computers were upjtaring in 
quantity. Atari's original 400 and 800 machines were selling 
well, along with several others, and Sublogic pitched in to 
capitalise on this new market. They pushed these machines to 
the limit by bringing out an improved version of Flight Simulator 
for them, named (in a flash of inspired originality) Flight Simula¬ 
tor II (FS2). It was this program running on a 48K Atari 400 
which led to my hopeless addiction to flight simulation prog¬ 
rams, and into writing for Page 6. The program impressed me 
so much 1 felt I had to tell the Atari world about it. and my first 
ever magazine article, a review of FS2, was published in Issue 
21 . 

In typically innovative fashion Sublogic had designed FS2 to use 
an extendable database of 3D scenery. The basic program was 
packaged with scenery data covering wide areas around New 
York. Chicago, Seattle, and Los Angeles, In 1985 they began 
releasing separate scenery disks to supplement this, with six disks 
covering the western half of the USA appearing in several com¬ 
puter formats including Atari 8-bit. Regrettably, I've never seen 
Atari versions on sale in the UK, and they're not easy to Find 
in the USA even. Another six covering the Eastern half of the 
USA were planned, but I suspect they never materialised in Atari 
8-bit format. 
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HIGH SPEED CRUISE 

Also in 19B5 Sublogic produced q brand new simulator - |et. This 
was launched on the IBM PC as a ‘fun' flight simulator in 
contrast to the obsessive completeness of FS2, and was more of a 
gome than a serious simulation program. It portrayed two air¬ 
craft types, the land hosed F16 Fighting Falcon and the carrier 
based FIB Hornet, jet wos designed to be compatible with the 
scenery' disks, which meant you could now explore the vast areas 
they depicted travelling al 1000 knots 
instead of the leisurely 130 knots of the 
Cessna or Piper light aircraft simulated 
in the earlier products. Although this 
program subsequently appeared on 
other computers, it never made it onto 
the Atari 8-bit machines. 

One year later Sublogic launched 
another blockbusting product, their 
best yet- It was the third generation of 
Flight Simulator, designed to run on 
the Motorola 68000 microprocessor as 
found in the new generation of person¬ 
al computers such as the Atari ST, 

Apple Macintosh, and Commodore 
Amiga. The increase in processing and 
graphics power of these machines en¬ 
abled Sublogic to take a giant stride 
forward in terms of realism. Strangely 
though, they continued calling the new 
product Flight Simulator II even though 
it was fur superior to previous versions. 

(See review in Issue 28.) Its extraordin¬ 
ary qualities, particularly In the graphics area, have clinched 
many an ST sale and helped boost the popularity of the machine 
in its early days. 

Simultaneously, a specialised scenery design team headed by 
Mike Woodley and including artist Loren Kirkwood began pro¬ 
ducing much improved scenery disks. The first of these were two 
so colled STAR disks, which did get released on the 8-bit Atari's. 
They covered part of fopan and the San Francisco area of 
California, and provided much greater detail than earlier disks. 
They included significantly more 3D features such us mountains, 
bridges, and buildings than before, (sec reviews in Issue 28.) The 
San Francisco urea Scenery was further refined and incorporated 
into the ST version of FS2, taking pride of place as its bootup 
default and demp flight. 

A NEW LAUNCH 

In 1986 Bruce and Stu decided that Sublogic needed to grow in 
new directions, and launched an associated company called 
Actionsoft Corporation. This w'as to deal in simulation software 
which didn't have to comply with Sublogic's strict standards of 
innovation and realism, and could therefore be developed at 
lower cost and sold into the lower price marker. In 1987 they 
released 'Up Periscope 1 , a World War II submarine simulation; 
and 'rhunderchopper', a helicopter combat simulator - but 
again not in Atari format. Even so, they sold over one million 
dollars worth of software in their first year. 

More recently. Sublogic themselves have launched new products 
for the ST. These include four super new scenery disks covering 
vast new areas in the north and eastern USA, Japan, and Europe. 
Yes, you cun now even fly round the UK and land at airports in 


southern F.ngland! Also, three years after the original IBM ver¬ 
sion appeared, they 've converted Jet onto the ST. Reviews of some 
of these products appear elsewhere in this issue. 

CLIMBING TO NEW HEIGHTS 

Flight Simulator III is now out on the IBM PC. This is really F52 
revamped for the PC, plus a few improvements such as addition¬ 
al aircraft types for you to fly; broken 
cloud in addition to the 'overcast' skies 
of FS2; the ability' to leave smoke trails 
in the sky (as in the original Atari 8-bit 
version); and a night sky which in¬ 
cludes stars - as recognisable constella¬ 
tions! There are rumours that there's an 
ST version in the offing, but at time of 
writing Subtogic hadn't confirmed or 
denied this. If It's true and I can get my 
hands on a copy, you'll be the first to 
know! 

Sublogic also intend to release a com¬ 
plete control yoke (plus rudder pedals) 
for use with their flight simulators. Now 
that really will be something, provided 
they make it look and feel realistic ond 
the software reacts realistically to it. of 
course, I don't doubt it will though, as 
Sublogic have an enviable reputation 
for quality and realism in their 
products. 

Sublogic have come a long way since 
those early days at the university, Today, with around twenty 
five different versions of Flight Simulator behind them with 
combined sales of well over a million copies, they have much to 
be proud of. But it's not over yet - the project continues! Their 
dream is to create a flight simulator which is indistinguishable 
from the real tiling, hut turning dreams into reality can become 
a nightmare - especially in the cutthroat world of home comput¬ 
ing. Hitherto, they've been undisputed kings of home computer 
flight simulation, however there are now other companies snap¬ 
ping ut their heels, particularly Spectrum Holobyte and Digital 
Integration with their incredible FI 6 simulators. Rumour has it 
that Microprose too are about to launch a spectacular new 
simulator for the SI, so Sublogic hud better watch out. 

But who can predict what the future will bring? If hardware 
development continues at its present breakneck pace I'm sure 
they'll try their hardest to fully exploit it, and eventually come 
close to realising their dream, |ust think what they could do with 
a transputer, 68030, or 80486 based computer if these superchips 
ever get into widespread use! 

Sublogic software has probably given me, along with many 
thousands of other Atari users, more pleasure than any other 
pliece of software 1 own. Like flight simulation funs the world 
over I've spent countless enjoyable hours with my head in the 
clouds and fingers on the keys, exploring the simulated world 
Sub logic have created. 1 wish them every success in pursuit of 
their dream. I hope they find ft.. 


by John 5 Davison 



Bryce Arfwtcfc ■ Prudent ofSublogfc and genius behind 
the programming of Highl Simulator IS 
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SUBLOGIC's 


Flight Simulator II 

SCENERY DISKS 


now /Jvt jteneiy disks ava;lab/e os ocrasmfj the ST version of night Si mutator !! and fel os w^W os several available on the XIJXE. 
They're generally of the high quality seen in the San franciso area included on the original FS2 disk, and most of them introduce some unique new 
features. The morn improvements are in two areas: there's no* o ' generic' background which shows a patchwork quiff effect of fields rather than (fie 
piuin green of the alder scenery; and there's more 3 D detail than before in Ihc shape of building bridges, and areas of special interest, 

The bask scenery 1$ well covered , with mast mam foods, railways, riven, lakes, and coastlines depicted so accurately you can actually Identify them if 
you have suitably detailed maps- f find (he Cofifm Jfoad At/as of the L r JA ideal for (his, H f S available at good bookshops for £6.95. Although (he 
eievofiott of the ground generally varies correct fy, there aren't many well defined hiif and mountain ranges t which is a great pit}' as l enjoy dying 
amongst the mourtlaim. 

AM are supplied m the usuaf Sublogic packaging containing o disk, a set of overview mops for the areas covered , ond o set at prepunched A 5 pages 
LonZoining Instructions on how to use the disk, pfu.s plans and details of each airfield covered. Fine-punched divider popes with index fobs ore supplied, 
.so you cun tUe all your scenery material together in 0 three ring AS hinder, also available from Subhgic if required. 



DISK 7 

WASHINGTON TO MIAMI 


This disk covers a VAST area, from just below New York in the north, through every state on the 
east coast of Ihe USA and right down to Key West al the extremity of the Florida Keys! it even covers 
the Bahamas, so you can put in .some over-water flying hour*. You can also do some really long 
flights, for example from Boston in ih.** north (included on the original FS2 disk), down through 
New York, then cross over onto this new disk and continue on down into Florida, 

The area is split into four separate sections, each coveted by its own map. There ore 140 airports to 
visit in all, ten of them with Instrument Landing System equipped runways, and seven with AT1S 
radio communications. There are masses of VOW and NI>B radio navigation beacons, far too many 
to count in fact, so navigation is easy - even out to the Bahamas, As 0 bonus the documentation 
contains 'approach plates' for ten major airports, allowing you to fly real instrumeni approach 
patterns just as in real life! 

Detailed scenery showing buildings and other 3D structures is limited to several localised areas. In 
Washington DC you can see most of the famous landmarks including the White House. Capitol, 
Washington Monument, Lincoln Memorial, the Pentagon, and athm. At Cape Canaveral you see 
the Shuttle an the launch pad the Shuttle landing strip, the massive Vehicle Assembly Building, 
and a row of launch gantry 5 towers. Finally there's Miami, represented by a few skyscrapers 
Overall, this fcs a terrific disk with enough in it to keep you busy for months! 



reviewed by 
John S Davison 



DISK 11 


LAKE HURON AND DETROIT 

Once more a huge a ran is covered, this time in the Great takes region and extending well up into 
Canada. It joins the Disk 9 area in the north west and its south east corner almost joins the north 
west comer of ihw New York area supplied on the original FS2 disk, so again there’s scope for very 
long flights. There are 83 new airfields, but this time only two are ILS and AXIS equipped, VGR 
beacons ore plentiful, but there are nu Nf>B$ this lime. 

Special 3D scenery details Include Detroit's Ambassador bridge {especially attractive at night), the 
massive buildings of the Renaissance Centre, and Tiger Stadium, Pittsburgh has several interesting 
bridges and buildings, but the best area has to be I he Niagara Falls, Daredevil pilots can actually 
fly up the Niagara Canyon below the level of the surrounding land, UNDER the Rainbow Bridge, 
past the American Tails and up and Over Ihe Horseshoe Falls, passing the Sky Ion lower os you climb 
away! Another interesting challenge is landing the Lear fet al Johnstown, whose airport nestles 
amongst a few of those rare mountuins. 

other new features on this disk include other aircraft. You’ll find gliders soaring in several 
locations and a hot air balloon aloft near Grand Lake in Ohio. They don't actually move, but it r s 
good 10 see you’re not alone in the air. 

This is another gaud disk. It’s worth buying just for the Niagara Falls scenery, but has much more 
to offer besides. 
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DISK 9 

CHICAGO, ST. LOUIS, CINCINNATI 


This om s only just been release*1, and is unique in that it includes some reworking of on area 
supplied m the basic FS2 package, namely l he Chicago area. This includes 55 air tie Ids, over twice Os 
many os lhe original and scattered over a much wider area. Chicago now has nine recognisable 
landmark buildings, Including the Adler Planetarium which sits right rrnxl la the runway at Melg* 
field, Eight airfields have ILS, twelve hove ATI5. and ten have a new team re coiled VASI - the Visual 
Approach 5lope Indicator. This is a system of coloured runway approach lights, which change 
colour if you deviate from the correct approach path a great help if your landing skills aren't 
what they could be! 

The St. Louis area has 70 airfields, seven with II£, five with AXIS, and seven with VASI. St. Louis 
itself has a few buildings and the famous Gateway Arch, which you can fly through if you tike to 
live dangerously! The C incinnati area has 32 airfields, none of which have ILS, AT!5, or VAST 
Cincinnati itself has very few buildings, but Riverfront Stadium is shown. 

All major rivers on this dbtk are represented by coloured surfaces rather than vector lines. Some are 


very detailed and can be followed for long distances, for instance the Mississippi, Ohio, and Illinois 
rivers. There are many lakes too. from the gigantic Lake Michigan down to manmade lakes. There 
are around thirty mountains and mountain clusters in the Allegheny region, but they 're not as well 
defined as they might be. Don't fly into them though, they're VERY solid! 

This disk joins with Disk 11 in the north east and Disk ? in the south east, making it very easy to 
crass from one disk area to another. The whole region is peppered with radio beacons to heip you 
navigate, Including both VORs and NDBs. For some reason Sublogic have omitted to print many of 
the NDR .s frequency details an the area map, so you have to find them by trial and error - very 
(Hdiuus. There's the odd bug too - just try Landing at Ingalls Field and you'll see what I mean! 

Yet again Ibis is a super disk, with lots for you to explore. 



JAPAN 

f his is probably the least attractive of the disks, unless you happen to live in ]o]mh! it covers the 
TokyoVNagoya/Osaka areas, but has only 14 airfields, seven of which are equipped with ILS. There 
ore radio beacons aplenty, both VORs and NDRs, and the package comes complete with eight 
instrument approach charts, as with Disk 7, 

Tokyo is covered In some detail highlights including Tokyo Tower, the Palace grounds, and the 
Shin Karmen bullet train network. Geographic del ail includes many rivers, lakes and mountains, 
including the magnificent snowcapped Mt_ Fuji whose vast bulk dominates the landscape for miles 
around. 

This disk isn t such good value as the others. Don't make it your first scenery disk purchase, as you 
may be disappointed. 

WESTERN EUROPE 


At long last you can fly trom UK airfields! This disk covers three major areas plus a bonus 
challenge. The UK is covered south of a line between Birmingham and Norwich, with 21 airfields 
included. You can fly over the res* of the UK (including Scotland, Ireland, and Wale*, but there's 
very little to see. Northern France is also covered, again with 21 airfield*, as Is south west Germany 
with 15 airfields. Once more there are lots of VORs for navigation, but no NDBs for some reason. 

In all there ore just three ILS equipped airports and only two with ATIS - a hi I mean, 1 thought. 
There ore special areas of interest in all three main areas. London has many of the well known 
tourist attractions^ like the Houses of Parliament and ] nwer Bridge. Further afield there's 
Stonehenge, and chalk figures (such as iht Whtpsnade Lion) may be seen in various locations. 
Puri* too has Its share of 3D landmarks, such as Satre Coeur, Arc de Tnomplie Eiffel Tower, and 
many others, while Strasbourg's attractions include* three mountains south of I he city. Over the 
border in Germany there are four cities with 3D detail, these being Munich, Nuremburg, Stuttgart, 
and Frankfurt. All have buildings of some description, while two of them have detailed mountains 
nearby. It's also possible to fly to Helsinki in ( inland. There's Just one airfield located there, and 
if* a 1-on-g ilight with nothing much to see on the way. From here it r s possible to fly it> Moscow 
ancL like Mathias Rust, to land your Cessna in Red Square! But don't gel too excited, the scenery 
here Is VERY basic - Red Square is exactly that! The challenge is in finding Moscow, as (here are no 
navigation aids in help you. 

There are u few bugs on my copy of This disk- The Southampton VOR is about 60 miles from where 
it should be. and use of certain FS3 view modes cause you to be instantaneously transported buck 
to Heathrow, the disk's 'default' airport. Also, certain sections of rood* seem to be missing in 
places, annoying as it happens in the area where 1 live! 

in summary, the disk U good value and you should have lots of fun trying to pinpoint areas of 
personal interest, lake the location of your awn home, for instance- 



SUBLOGIC AVAILABILITY 

The Scenery Disks and other Sublogie 
products should be available from your 
local dealer but two companies who spe¬ 
cialise and hold good slocks are 
STRATEGIC PLUS, P.O. BOX S h HAMP 
TON, MIDDX, TW12 3XA. Telephone 01 979 
2087 end COMPUTER ADVENTURE 
WORLD. Bank Buildings^ 1A Chafing 
Cross, Birkenhead* WirraL Merseyside L41 
GEJ_ Telephone 051 666 1132 



tf your Interest In FS2 is flagging, buying one pr more of these disks h a sure way fa rekindle it. There's so 
much to explore you'll he kept busy for months, even if you use the Lear Jet as your exploration vehicle. 
And dont Target yaw can also use them with Sublogic's own fet program if you want to explore them even 
faster! Overall, £d rate Disk 7 as being the he*! value, so buy this one first. 

They may sound expensive of nearly £20 each, but you cart gel them cheaper If you shop around. 

IVhafever (foe price you pay , I IhtnA yow'fl agree they're worth every penny when you discover the 
additional interest and enjoyment they bring toypur Sublogic flight simulators. 


Most of the Scenery Disks and the Flight 
Simulator program; are available for the 
XUXE but are extremely difficult 1o find. 
Strategic Plus tell us they no longer stock 
these products for the 8-bit. 

SUBLOGIC themselves can be contacted 
at First Floor, 35 Piccadilly, London W1. 
Telephone 0494 72B439 

* 
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CONTACT 


FOR SALE 


ACTION!: Action! cartridge and manual plus 
Action! Disk LftlMJftS Oiters invited. Also 
dead BOOXL, anyone interested? Contacl 
Phil W OBI 232 1517 

XL SYSTEM: 30OXL. lfl&O drive. 101 0 dale 
recorder. !wo joysticks, lots &i software on 
disk including Star Wans lapos. caftrtdg&s 
and aH manuals. Ai m ewtellanl condition. 
E1T0 o.n.o. Tel 0655-321110 

XB'XL SYSTEM: 05XE. XC12, 300XL, 1050. 
'70‘ lockable disk -case, £ >oyslicks, loads Ql 
software , all manual arid mags £300 or will 
swap 1o r Amiga A50O- Tel: 0222 620125, 
ask ter Richard 

ROLAND MT32: Sound expander, ideal For 
ST. 32 nole polyphonic, S voices from 120 
plus 13 drum samples and digital reverb. 
£325. Also B-bil software - Viaicalc. File 
Manager*, Syntile, Synoalc, SupwcrlpL 
DOS XL, Trivial Puregil £ Gaunlfel - Offers. 
Tel: 0702-610424 alter 6 30pm 

XE SYSTEM: 130XE, 1050and US Douoler, 
Primal IFF, 1010 tape deck, Trackball, Touch 
Tablet. Mouse. Larguages me. T•'Basic, 
Assem/ed, Forth. 'C, S'ware originals on 
disk and tape. PD software bo&ks Inc. Map*’ 
Atari Tech notes, all 'Alan Use*", all Page 6' 
Since Veil is, Monitor' mags. ate. Any 
reasonaWo ohws For anyth ing Fhone Simon 
on 0436-359714 (Stevenage | 

XL SYSTEM: 0GOXL tRev Q, 1050 disk 
drive, XC12 cassette, joystick 3l! boxed 
Many games on cartridge, disk & cassette, 
£200. Contacl Ray Martin on: 

0277-354552. | ESSGJd 

XL SYSTEM: BOOXL wilh 1050 disk drive 
plus aver 100 games, disks in container 
Atari joystick. £170 o.n o Phone 
O2M-5S609 

XE SYSTEM: 13QXE. XC12 cassette recor¬ 
der 3 joystick, 20 games programming 
manuals and magazines, all Fcr only £40 
Tel 01-593-6175, ask for Chris 

XL SYSTEM: 0GOXL, 1050 disk drive. 1010 
cassette recorder, 2 joysticks and many 
issues of Atari User. Lots d cassettes ard 
disks. Including ulilnies All manuals ard 
leads plus books. Worth over £400. will sell 
faf £200 o.n.o. Tef: Flinl G1650 alter 5pm 

PC3 HD COMPUTER: G40K epu, 1x30 
Moyle Hard Disk Drive. 1x5.25 floppy disk 
drive, lxPCl 7 124 Mono Mon*1&r, plus soil- 
ware. JUSl 6 months Okf and under manufac¬ 
turer's warranty. Pnce £750 (cosi new 
£1091). Tel: 0597-3306 (24 hours) or 
0056-771177 

1040 ST SYSTEM: As new plus 1 50 teed 
original games, including HattteChess, 

Xybcrte ang Vindicators. Would consider 
splitting. Oilers please Also 3-bit clearance - 
BOOXL , cassette recorder. 15 cartridge 
games, various cassettes and disks includ¬ 
ing On nitrand's Universe. Would consider 
splitting. Phone 0787-7T 7?4 after 6pm ana 
ask for Paul 

102$ PAINTER: Has box, leads, manual, 
spare ffcbon and printer dump software. 
Good tor flffll tirite printer buyar. Excellent 
value al £75 o.n.a. Contacl Dave alter 7pm 
on 0652-34161 

XL SYSTEM: 0OOXL, 1050 disk drive 1010 
tape recorder, 1029 dot-mafthK printer with 
Spare ribbons, AIK -n encellertl condibon with 
original bO^GS and manuals. Many software 
lilies on disk/tape, 3 carlridgas including 
Atariwriler word processor and many Atari 
User magazines, £350 o.n.c. Tel 
0352-53631 

MONO MONITOR: Nine-inch hi-resolution. 
£30 o.n.o. Contact Jon in Bognor Re-gis on: 
0243-039564 


XL SYSTEM: 80QXL, 1029 printer, 1050 
drive. Microsoft Basic 2 cartridge plus manu¬ 
als, books and software, all in good oondi- 
lion. Software comprises of Atari Writer. F- 
1 5 Strike Eagle Draconus Books include 
Programming The 6502, Cnmpuiel's Third 
Book or Atari All For £250 o.n.o. Tel: Dave 
Evans on Slough £7413 (evenings) 

XE SYSTEM: 05XE keyboard da taco refer 
and £59 worth of software. Hardly used and 
still in te- Al m exoallenl working order 
£100 0 ,n,e, Conlact: Gdrry CrewFord. 61 
Kenmount D.'ivfc, ktertneway, Fife, Seolland 
KY8 5LS 

XL SYSTEM: 6QCXL, 10SQ di&K drive, 101Q 
lape deck, lape-to-disk-'disk-IOHdisk utilities 
Tutorial tapes induding workbooks, 5 ROM's 
inducting Tracks Field and Controller. 

Loads Cl software on tape and disk, mclud- 
ng Gauntlet and Solo Flight - both on disk, 
lockable 0 sk box and .2 joysticks. Must go 
as bundle, £i50. Tel: 01-300-901£ 

XL SYSTEM: 30OXL wilh fd50 disk orrve, 

I 010 lape recorder over 500 games. B-W 
TV, £200. Tel O523-540O96 

XL SYSTEM: 3O0XL, Iwo 010 disk drives, ail 
completely overhauled. Archrver.’Edilor chip. 
Printer interface module. £30 professional 
software titles on disk and cartndge wonh 
over £4500 including arcade-. adventures, 
business, uwrfles, etc, Substantial docume¬ 
ntation including Do Re Aiari, Alan Word 
Processor Training Manual, etc. Anaiog 
Antic, Compute!. Page 6 magazines. Huge 
system, £400 Rhone David on |0753)-75403 
tor more info 

XL SYSTEM: BO0XL plus SparO, IntfuS GT 
D-Sk Drive. 410 cassette reorder, extensive 
disk and cas&etle-Cased software. Duel cov¬ 
ers, books, manuals and joystick, ££50. Tel: 
0472-750655 

XL COMPUTER: BDOXL with 04K, pertecl 
condition in original box, £5Q o.n.o., will con¬ 
sider exchanging tor a printer Tel 
0702-467515 and ask lor Graemo 

ST SYSTEM: 526 8TFM with double-sided 1 
Meg. internal drive. Immaculate condition. 
Few disks and manueL only £176 lor Quick 
sale. Buyer collects. Dave. 05 Hawthorn 
Road King&landmg, Birmingham B4J 3QT 

PRINTER INTERFACE: For XL- ! XE. lots of 
books and mags |1oo many to li&lj. blank 
and unused disks, disk cop er. Send SAE to 
Mr.J.C.Hales. 2 Louis Dahl Rcao, Burgh 
■Caslle, Great Yarmouth, Ncriqlk NR31 gOT 

00OXL SYSTEM: 1 0K C 0 mpUl*r Vnlh pdwer 
supply Very good condition, £20. Also 
assorted sollware (mcisily games, budget 
and Full priced) All onginal. Phone: 
■[i92S2-2£43 or wnle *□ R.A. Evans, 4 2 
School Lane, Ellon, Chester CH2 4ILN 

XL SYSTEM: 0DOXL complete with disk 
drive, cassette recorder joy&Uck and gamas. 
All bo-ked, £155 &.n 0 Tel 01 2Q7-C926 
(Steye) 

XL SYSTEM: Complete with 1050disk 
drive. 1029 printer, 2 joysticks, 410 tape 
recorder. B/W monitor TV. (1£ incii), all 
ccxeci with manuals and loads or mags, 
Software includes Mmi dni at ii and Jumbo 
Jel Pitot, £2QD o n o W.M Hughas. 94 
Roseberry Avanua. South Bendael. Essex 
S57 4JG 

XE SYSTEM: 65XE with over £350 of soft¬ 
ware. Iwo joysticks, XCl2 datacorder plus 
aw T. v. wnh eight pre-sei stations, some 
cartridges Bargain al St200 one. [Buyer 
Gousels) T^l 0642 456679 between 3pm 
and 5pm, Mor^ 10 Fri 

XE SYSTEM: 130XE with XCII data recor¬ 
der. 1Q50 disk drive, ^oyslick, selection ol 
40* games on tape/dfski'cartridge. Fully 
worfeng and in excellent condihon. ggW only 
as a package, will noi split, Cue Tel 
02&3-771994 


SYNTHESISER.'KEYBOARD: CasioCZ 
230-S, 100 voice multi-bmtiral synthesiser 
lull midi I matures mduo ’>g programmable 
voices and pitch band, £120 c.n.c. Also 
Casio CT-640 five odave Full size keyboard 
30 patches including 49-piece drum Nil 
3-channel midi Spill mak.6S IhiS OkCOltenL ter 
use with sequencing soltware. E220 o.n.o. 
Contact S.G.USgert, Man Street, Halperby. 
York YOti 2P5 

XL SYSTEM: 60C-XL, 1050 diak dnve. XQ12 
cassette recorder. 10£7 printer, handbooks, 
instruction booklets, disk. cartridge- 3 cesser 
te games, £100. Ring 0402-640706 after 
5pm weekdays 

XE SYSTEM: &5XE which includes datacar¬ 
ds. keyboard, |oys1ick, £150 worth of soft¬ 
ware. booK5. etc. The lot for £9$ p.n.o 
Contact: Garry Crawled, 6f Kenmgynt 
Drive, Kenngway, Fife, -Scotland KY6 5LS 

XL SYSTEM: BOOXL. lOIOtecorder. Good 
condilio^ with all leads, loads of games and 
good manuals, £40. Tel: dave on 
05242-72067 

XL SYSTEM: 00OXL. 1pS0 drive leads Me., 
software including Silent Service anfl 
Leaderboard, outers around ci50. Tai: sieve 
on 061-790 6266 

XE SYSTEM: 130XE wilh dusl cover. 2 x 
1050 disk drives - both with HappyUS 
Doubter modification. readsWnte ft witches, 60 
column dol matrix prinlef wilh l&ads bt papar 
and :nterfatie. Oter 150 d^ks, many g^mes 
and utilities with full instructions. Min OFlice 
H. Homoword. Visicalc, Prirn&hop. B-Graph, 
to name just a lew. Many books on program¬ 
ming. magazines | Atari User). 2 x joysticks, 
original boxes available, £450 o n n Ihe lot - 
NO SPLITS. Conlact Andy on 0973-750326 
after 7pm 

XL SYSTEM: 0OOXL. 1060 disk dnve, 1010 
ca&s*lte reCc^dar. graphix AT printer inter¬ 
face, masses OF disk and tape software 
(games fl se^ioua). books anb Atari User 
magazines. Offers around £200 tr«..1 will con¬ 
sider splitting. Phone Merlin on 0433-351156 
after £pm or si weekends 

XL SYSTEM: BOOXL. 1050 disk, dri^ 1-D1Q 
ca&salte Over 40 Full disks, every Alari Usef 
axoept ona. lots of commercial games on 
disk'cassatte. Will nol splil. £250. Tel: 
025-405-3003 after 6.30pm. Preston area 

XE SYSTEM: 139XE wv|h |pystick and p-/er 
£200 of games softwara. mags. Page 6, 

Atari User boxed and as new £155 o.n.o. 
Phone: Marc on 0634-6S5474 

MAPLIN WORDMAKER: Speech synlhe^s- 
ar (uses stored words on ROMs for a better 
quality speech synthesis) £26 Logic ProbG 
tor hardware tault-Finding. £5 T*l 
05O2-566D26 

XL SYSTEM: BOOXL with Indus GT disk 
drive. 1027 printer and software, £l40 o.n.o 
Tel 0753-B5316G (Evenings) 

XE SYSTEM: Compatible with oigijl soft¬ 
ware and hardware from XBXl system. 
XC12 cessotla r^cordek, joystick, games, 
posters, magazines, ^nail-order catalogs for 
games, instructions ter software. Flight 
Simulator 2 cartridge, manuals, 4 months 
guarantee. Computer in good condition tM 
unboxed and buyer would need 1o coifecl- 
Phone: 041-552-3477 

DISK DRIVE: 1050, bOKOd as n*w wilh £300 
worth of soltwaro £ 1 CO, Tel: 051 ■ 339- 6334 


PLEASE TRY AND KEEP 
YOUR CONTACT NOTICES 
AS SHORT AS POSSIBLE 
TO ENSURE THAT YOUR 
NOTICE IS INCLUDED 


WANTED 


CASSETTE DECK: F(?f Atari BOOXL must 
he- m good condition, will pay well. Tel: 
0533-41 7779 Or conlact Russefl Gamer. 41 
Severn Street. Leicester. LE£ 1BN 

PM FNTERFACE: If anyone hae this prog 
ram by XLENT software, please contact mo. 
Please slale prxte. or will swap PM Icons, 
ete. Steve Trice 120 Duck Lane. Eynesbury, 
St Neofe. Damps PE 19 2EQ. Tel: 
9234-41445 (daybufe) 

B-BIT LITERATURE: Have you gol any un¬ 
wanted books or magazines'^ Yes? Then 
please send them to C^es^aw J Mrati, Rc4na 
4 65-845 Bydgoszcz, POLAND 

ASTEROIDS!: Please has anyone gol e 
copy OF Asteroids on ROM cartridge (0-brtj 
which they wmuld be willing to sell? If so, 
please oontacl BTian Wells on 0452-S0141 
(eveningSiWeekend) 

DISK DRIVE: Suited tor 40K Atari 8O0 
compiler. Must be In good condition. Any 
reasonable pnc& paid Phone Darby 
(C332| ■ 761-B31 alter 6pm and ask For 
Sukhrei 

PRINTER INTERFACE: For Alphacom 42 
printer te use with 00QXL Phone 
0235-817$70 or wnte 10 : 15 Warner Cres¬ 
cent Ddout, Oon. OX11 SJY 

XE SYSTEM: 130KE. 1950 disk drive, 1029 
ponfer. XC12. Color Monitor business, edu¬ 
cational & simulation software. Any or all 1 
Tel: 0302-53654 7 after 5pm 

MAGAZINES: Page 6 ■ iSSufti 1 and 4 te 7 
inclusive, UK Alan' Cbrnouter Owners Club 
Megazmes is&ues i L& 6 inclusive. Reason¬ 
able price paid Write te Paul, 1 7 Spring 
Road, Clifton. Shehord, Bedfordshire SGl 7 
5RE 

PRINTER: Dot mattmOeisywhetfl required 
for Alan XUXE. Good condition only, prefer¬ 
ably aocept-ng single A4 sheets though not 
essential. Pfease write with Full delaHs to: Mr. 
J.C. 5!oCkpor1. f0 Haalher View, Skiplon 
BD23 25D 

MAC-fiB: Help wilh same Of *1s manual Ring 
Tommy on Horwich (0?D4| 56C259 or write 
to: Tommy R.O-T , Midway C B. Club, PO 
Box 3, Norwich. Softon, Grealer Manchester 

MUSIC ADD-ONS: C-assene/carlridge soFt- 
were and hardware for B-bil system, e.g., 
replay samplar, ate. Phone: 09282-2243 pr 
write te R.A.Evans, 42 -School Lane, Slferi. 
Chester CN2 4LN 

COMPUTE! HQDKSr Fimi Second and 
Third Books Of Alari. Musi be in good condi¬ 
tion Ring Brian on 021 - 742-0030 

GET IT RIGHT!: Can anyone let me heve a 
copy of ihis? I don't know w hare I can get 
hold of a copy. Phone 0027-034976 (I will 
supply a blank tape-'disk) 

ATARI USER BACK ISSUE: July 19®fi edi¬ 
tion in good condition. Phone: 01-052-0976 
after 5pm 

PREPPIE: i want a cassette version of ihis 
game. Can anyone help? Eric Denning. 17 
Grange Road. Alhnghlon, YYolvetfhamplon 
(090-722-4834) 

EASTERN FRONT SOURCE CODE: For 
6 bd From APX. M jsI be disk based and 
include full documentation. Please Contact 
me on Reading (0734) - 0$7091 evenings, 
or write to 7 Chnstchureh R&sto Reading, 
Bents ?AA 

DISK tlRlVe: 1050 or XF551, must be 
Cheap and W&rkrftg. write to David Sharps 
Shannonville. Clones Road, F^onaghan (Tel: 
047-62342) 


More CONTACT on page 50 
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SUPPORTING YOUR ATARI 


UPGRADED TO ST? 

Don’t throw your old files away use 

TARITALK 

The most effective way of transferring files from your Atari 
8 bit system to your ST without the need for a costly 
interface, TARITALK comes complete with interface cable 
and software to transfer text files, database information, 
pictures, music files and more to your ST 

TARITALK is just it 9,95 
and is available exclusively from PAGE 6 
* use the order form or telephone us for credit card orders 


Let your young ones enjoy learning with your XL/XE 


SPELL 

ME 


■Sin LL w*. SPEEbi :L 

WTXfl* j j. 

[abcdefghi 

j k 1 n \ 

j n o p <i r s x u v w x y z \ 

qand 1 e 

i 



TXttc 

f™* — “ —— \ 

\zelJ. mm 



A delightful program to teach tour to five year olds the alphabet 
plus word construction and word and picture association. Guide 
them with those first steps whilst also teaching how to enjoy ihe 
Atari as a creative tool. SPELL ME has been written by a qualified 
teacher and has been enjoyed by hundreds of Atari awning 
youngsters. Why not let your children enjoy it to? 

SPELL ME is available on cassette at £4,95 or disk at £4.95 exclusively 
from PAGE 6. Use the order form or telephone for credit card orders 


4444.4 ---— 

% NOW AVAILABLE 0 

CLIP ART 2 

ixm ttiimmmntmmvm mom xornm 

lor use with Fleet Street, Timeworks, Easy-draw, 
1st Word Plus, in fact any ST desk top publishing 
or layout program 

Hundreds MORE images on four 
disks in compressed format with 
full instructions on conversion 
to use in the most popular prog¬ 
rams on the any ST computer 

AJI images are in the public domain 
and may be freely used - many are 
ported over from the MACINTOSH - 
subjects include general, animals cartoon: 
borders, headers, classic art, whimsy, holiday? 
symbols and much more - give your work real 

FOUR DISK collection just £10! 

CLIP ART COLLECTION 1* still available at £10 
Ask for CLIP ART COLLECTION 1 or 2 available only from 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 

Pay by cheque/postal order. Access or Visa 
Telephone orders welcome on 0785 213926 

Marly ether general public domain disks are available from 
the PAGE G ST LIBRARY, please ask for a copy of our catalog 




READERS 


OFFERS 

See this page and inside front and hack covers for details 

FOR YOUR XL/XE 


ISSUE 40 DISK (wl|h GRID WARS) 

£2.95 

□ 

ISSUE 39 DISK (with PRO GOLF) 

£2,95 

□ 

UNDER STARTERS ORDERS 



Cassette 

£2,95 

□ 

Disk (Issue 37 disk) 

£2:95 

□ 

TURBO BASIC (Disk) 

£3.95 

□ 

SPELL ME 



Cassette 

£4.95 

□ 

Disk 

£6.95 

□ 

MINI OFFICE II 

£14.95 

□ 

FOR YOUR ST 

□ 

STOS BASIC 

£21.95 

□ 

STOS MAESTRO PLUS 

£49.95 

□ 

STOS SPRITES 690 

£10.95 

□ 

THE JADE STONE 

£ 9-95 

□ 

DOMES OF SHA TRI-PAK 

£ 9.95 

□ 

TARi-TALK 

£ 19,95 

□ 

CUP ART COLLECTION 1 

£ 10.00 

□ 

CLIP ART COLLECTION 2 

£ 10.00 

□ 


Postage included in U-K. Europe add £1 per order. 
Elsewhere in the World add £2 per order. 


Name 

Address 


■ Pa M fe-i It-I e ■ 


U Cheque/Postal Order enclosed for £ 

I 1 1 wish to pay by Access,''Mastercard/Eurocard,'Visa 

c* «„□□□□ mnn □□□□ nmn 


Please debit my credit card above with E 
Signature ... 


Ex piry da te: 


Send your order to 
PAGE 6 PUBLISHING 
P.O. BOX, 54, STAFFORD, ST16 1DR 

Please allow up to 36 days lor delivery 

Please feel free to photcopy this hum or wine your order il yoir ito nol want to cut Ihe mafluine 


UNDER STARTERS ORDERS 

NOW AVAILABLE ON TAPE lor just £2.95 

A great racing game for ail the family 
now available on boot tape 

* Computer betting for 1 - 4 players 

* Full colour animeted race graphics 

* Save game facility 
4 7 races per meeting 

* Photo fink™ morl 00 «> tOUtfo? 

You'll be jumping out of your seat with excitement! 

See PAGE 6 Magazine l$£U* 37 page 29 for further delails ol Ihis super program. Tape 
wraton has all the facilities and \m of the dish version except mh itie number of 
horse deUbnes is limited. A VAIL ABLE EXCL US1VEL Y FROM PAGE 6 
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CONTACT 


WANTED 


LISTINGS NEEDED: Does, anyone have the 
Haling For Ian FinlaySCrfVs Cassette Database 
tram Issue 37 of Pag* 5? I would tie willing 
to give £l .00 for the magazine Photo-OTP¥ 
dl listing $cc.ep\ed. Phone: A.MafSh on 
0303 4QS59 

DISK DRIVE; 1050Chskdrive wanlatS. Tel: 
0753-653166 I Evenings) 


PENPALS/HELP | 


LISTINGS HELP: Can unyom help me with 
the lonowing -idlings tram previous Alan 
Useffi (on cassette plsase}: MCO Test, Get 
k Right II. Melody Maker. Scrolly Tail Editor, 
and has anyone gol Tuit* Basic an casset¬ 
te? Write te Andrew Hawkins al 57 Memdate 
Road West, FennheldS. Wolverhsmplon, 

West Midlands. WV3 OHJ 

ADVENTURE HELP!: Can anyan* tell m-e 
haw to use toe tee in Hiich-Hiker's Guide To 
The Galaxy 1o* Ihe ST? Any other inFdrma 
tion un this g4rite would be vary much 
appreciated. Ptease write to: Tim Herman. 

25 Prince Edward Road. Biltencey. Esses 

ALL fl'RIT USERS: Please write Tor help 
and FREE monthly newsletter Any age 
grcuo -welcome Programs From users wel 
com*. Writ* to; Mark. 23 Saturn Close, Lord- 
sTiilL Southampton SOI H-BD 

POLISH XL USER: OwhS afl 0OGXL and 
1050 Words to exchange *xpfr*tfnces in 
wort? with 5-bit macTiines. Czeslaw J. Mrall, 
Holna 4. 05-545 Bydgoszcz, Poland 

a-BLT USERS; I ha*& a 13GXE with a D/D 
Disk drive and an Epson printer. I would «ik* 
to hear from any ether 0-pi| users to swap 
hints tips. I have a mas&iwe oo^lectKin d 
software titles, including advemures, ulililies 
and arcade games. M tetters answered. 
Write 1&: ‘MlCk 1ft£ Fish’, 7 Foundry MIN 
Crescent, Seacrott. Leeds 14, Yorkshire or 
phone cn 0532 640307 

TURKISH XL USER: My name is Oguzhan. 

I have en SOOXL. 1050 disk drive end XC12 
tap* unit- I am interested in all types of 
software, adventure games, SIC. AH letters 
answered. Wnle |g: Oguzhan Imrek. Meklep 
Ced. Zkle* SoK,, Zster Apt. Nn 15/7, 
Kugukyalilist, TURKEY £1570 

AUSTRALIAN XL USER; Hum&nisl (25) 
ha^pehs to have a 64K XL, 010, 1Q5& ai>d a 
very non-standard printer. I arn inlerested in 
games design, programming ar>d playing 
(especially Ultimo or Alternate reality). I am 
very interested in programming techniques l 
also leva Japanese animoliop - out NOT like 
Transformers Mask, it you know wnat I 
mean! - Everylhmg Bui The Girl, Peter 3. 
Beagte. J.R.R. Toakein. iwovtes, Black Adder 
arX3 the Bnlish Alan scene. So IF you ere 
somewhat similar, trve in the vicinity ol Great 
Britain arid want to he my penpal, then 
please send yOur particulars oh a postcard 
1c: Glenn Miller. 57 FarkGS Lene, Terranora, 
NSW 2436, AUSTRALIA 

XLi'Xi PENPAL: Anyone oul there tancy 
writing 10 me? I own a 130XE ^050 drive 
and a 410 cassette deck. I like games, uni¬ 
ties and demos I arn ifi-yaars-old end 
would like Mate-female users ol about the 
same age (but I'm not Mhaned) prelerably 
in the Bedford area (but again net 
bothered!). Contact: Mark Eltteh 20 Can- 
naught Wgy, Brickhill. Bedlord MK41 7LB 


ADVENTURERS!: Cantab rOQuirod wiih 
a^biUST adventure players ihreugbout the 
World. AH letters answered, considerable 
game help available Write 1c: John R Barn¬ 
sley. 32 Mamvale Road, Rising Break. Staf- 
lord. Glatfs. ST 17 9EB Eng I arid 

TURKISH XL USER: To all XL owner? with 
disk drive I'm Yy&sel Turkal (22 years j and 
I hav* a 0UOXL. 10£0 disk driva. 410 tape 
unit, 1029 printer and many disks. I am 
interested in all types of software. I wish to 
exchange my programs wrfri everyone 
around the world. Write to Yuksel Turkal. 
Sakarya M., dalyan 3., 8 Ankara, 
TURKEY 

0-BlfT USERS; I would like Id hear From any 
0-bH user. I have a 3O0XL wUh 1050 Criv*. I 
would like to -swap Minis, tips. etc. I am also 
seeking a Gremlin or Lazor or anylhing simi¬ 
lar. All letters answered. Write to Mr. R. 
Robertson, 19 Uttlabury Green, Basildon, 
E&s*k SS13-1 PA or phone (0260) -55400$ in 
Ihe evenings 

XL-XE PENPALS; Contad wanted with any 
g-prt users still out there, equipped with disk 
dnve. with a view to exchanging hints & tips. 
&ie M on programming and software. Mark 
Jor'es, Maendy Way. W.Pontnewyfld. 
Cwmbran Gw@m NP44 5HW 

ST USERS; Wanted to swap hints, lips , etc. 
all letters answered Contact: R.Cbapman, 

19 Coleridge Close. Leyfields.. Tamworth, 
Slgtfs B79 BOS 

XE PiNPAL$: I have got many cassette 
games lor the 6&XE with XC12. Would you 
like to exchange some of yours lor mire? 
Please write with list. All letters answered. 

Mr.Jean-Pierre (StaH). 33 Lancaster Gale. 
London W2 3ND 

XL USER: My name is Poter and I have a 
3QDXL and 1AS6 Orsk drive with laser and 
over 200 disks I have Forth, Pascal, Turbo 
etc., and would like to contacl any mate 1 ' 
lemala or any age to exchange mfo. WnlO 
to: 10 Sunningdala Avenue. Acton, London 
W3 7NS 

5*@IT PENPALS: I have an 000 (40K), 1050 
drive and Ibto tape. I would ! =ike 10 comact 
anybody with an, 3-bit and disk I lik& altnosl 
all types Ol software especially graphics.. I 
also have a Koala Pad. Write to: Gordon 
McKeown, 1 Ty* Gardens. Swindon. Wills 
SN5 3ES 

X E PENPALS: I would lik* 10 hear Inom 
anyone who hgs a S5XEh30XE I have a 
65XE and MG 12 dstecorder and various soft¬ 
ware hints & tips, If yew are inleresied 
please write to mo With hinls and lips on 
software. ALL letters answered, write to Le* 
Greenfield, 3 Hadley Oose. Elslree, Herts 
WD6 3LB 

HELP!: I would like to hear from anyone 
who lias an 50dXL (or similar) along wilh a 
£.25 drive and pnnter. I -once owr*d an 
fiOOXL mysefl and hove put data onto some 
disks which I would! now like to see in print. I 
Slill have my copy Ol Mim-Otlice II and the 
relevant deta disks. Naturally , I will pay lor 
LhiS s&rrtoe should you wish H Only pan- 
slraim is not TOO Far pleas* 1 Wnle 10: 

Mr.G Haiek 7 Church Raid. Harerield, Mid¬ 
dlesex UB9 6DW (Thanks!) 

fl-BIT PENPALS: I v#ould love Id hear from 
anyone in the World to swap hints and tips, 
ete all letters answered. Write 10: Anoy. 25 
Malcolm Avenue, Cliflon, Swfclton, Manches¬ 
ter M27 2HF ENGLAND 


LONTAC1 is (PIE r.Huirgic nnd m*iy used by any yt-nulue Atari 

cuthukst for tarttactlng other ownm. Any notice may be included 
except thuvr utlrririg software only f^r sole or exebnn^ or ihnse offer¬ 
ing items Iiir hCile cnmmerciflllv The Editor reserve* ihc rkjhl to omit any 
notice rei'H-ixed al Iris cliscrrth.itt. 

Send visij r CONTJUM notice t-> CONTACT PACE 6 P-O. Bnx 54. SlaHord, 
ST 16 II1R. Please write yuwr uollc* on a icpaNllt ^heet of paper, nut a* 

pari of « 


JL/ REPLACEMENT st 

XE anil 

EXTENSION CABLES 


BROKEN JOYSTICK? 

Nine ovt of ttn broken' joysticks require 
rjnlv a replacement cah’te rJncc tfie wires 
often freak at M plug end. With Atari 
type joysticks, simply sSip the spade lugs 
g-F this replacemenl cable mu the PC H. 
Should fi5 other joysticks although the 
lugs may need replacing 
' fliPUhCEMEHl mim CABif E2.S3 


ST JOYSTICK/MOUSE 
EXTENDER 

No more fiddling about underneali’i your 
1040 or 520. ?hor; extender allows 
both joystick and mouse to be connected 
a Short way from the sockets Saves wear 
on tbe plugs and sockets and makes 
swapping of joystick and mouse easy 

£5.95 


OTHER CABLES FOR ST 

HARD Dl&t REPLACEMENT CABLE £13.# 

HARD DISK EX1BISIQN CABLE |t KlflE) £1* # 
HAAD aSH 'EXTENSION CABLE <2 ME3SEJ tl 5# 

I METIS FLOPPY &SK «WE CABLE E13.95 

? METRE FLOPPY DISK DM EXISHEIDM CABLE EIL# 
13ttST.'^aSTEM TO MONITOR WITH SCWTT El 0.95 

K1CKFT 

5?0JT H PHILIPS 3533 MONITOR £13# 

MQNlltOLDtlft SWITCH UNIT £19# 

(Ata munriat odour moniM '£ remEt 
dHinsieo ru swtehalT 

Of OWLFO MIDI LbfflS ES# 


CABLES FOR XL/XE 

XU* T METRE DEPJCEW1T 
SEEiHLOSEii tSS 

ME TO MWffl MONITOR E2.K 

XL/XE 'OSCAR' H.SS 

ME ft COMPOSITE VSiC CS SS 

All cables are top quality 
far faultless data transfer 


MOVE YOUR PRINTER 

Mgs! printer tables are onty 1 melre 
forcing you to lee|> the printer close to 
your computet. You don’t need to be so 
restfided, these excellent quality Iona 
cables will solve the problem. For ST to 
any Centronics printer 

2 metres £7.95 

3 metres Ell.95 5 metres £15.95 


ST to 850 NULL MODEM CABLE 

U you airsaay ■« an 350 mlerfaw w 
P-R: Conation you can new hoot your 
XL'XE up to your ST and 1 raster files 
wjlti any comms pro^fam This cabte 
sfmplv plugs freiween the irvtertace and 
ST modem port Use Permit I available on 
both machines! or similar «f tfjnsler Silas 

£8.95 


PdsI sn-d pstKlng free ir Uk. S?n-d cli»qui flrP 0.tr quote AccssS/Visa numthar n? 

PAGE 6, P.0. BOX 54, STAFFORD, ST16 1DR 

Telephone orders by Access or Visa accepied. Tel. Q7B5 213928 


UPDA TE 


CATCH DAY (ISSUE 39): whot <i pig! Anyone who 
typed In the listing will have discovor^J that it doesn't work. 

This listing has a weird problem that we have never come 
across before in six years of publishing. The original SAVEd 
version (on the Issue disk) runs perfectly but if you LIST that 
version to disk and then ENTER it r it no longer runs throwing up 
errors that make no sense at all nr anyone knows why, we 
would like to know but in the meantime reader Jim Haworth 
has come up with a fix that works, just don't ask why! Try the 
following: 

1. Put a REM at the beginning of line 976 

2, Change TS in line 2105 to read FS 

The above will get you a working program but Jim also suggests 
the following amendments to 'fine tune' the game. 

Exchange the inverse bracket in line 275 for a T 
Amend the random values In lines 2100 and 2105 to *10 
and *20 respectively. 

Change line 2110 to 

3110 LB=I^+mT(RiroC03 1 *6+1 :P=F+1 iRETUB W 


TURBO BASIC COLUMN 

Gordon Cameron sends his apologies to lurba fans for the 
lack of a coJumn this issue. University commitments ond sever¬ 
al changes of address (leaving Gordon at one address and his 
13QXE at another!) meant that there was no time to get the 
column done. Back next time, promise! 
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ALL POINTS BULLETIN 
from Uonmrk - playing 
caps and robbers has 
never been so much fun? 


War 


CARTOON CAPERS 


first official STOS 


written game 


DKAKKHTN is the first rale playing 


game from Infogramcs 


NORTH AND SOUTH 
from Infciy ramrs re¬ 
traces four years of 
the American Civil 


winner of Mandarin's 
STOS programming 
competition and soon 
to be released as the 


ST NEWS 


IRON TRACKERS - a two person arcade 
adventure again from Infogramcs 


Infogramcs seem to have a busy schedule ahead despite, It seems, now working from franee once again (That's where all 
the Info is coming from) with the launch of their Focketsoft label which will bring you budget price (that means L9 99) 
versions of the Infogrames hits tike CAPTAIN BLOOD, TNT, STIR CRAZY, MACADAM BUMPER, PHOENIX and TURBO GT, 
For some reason these games will only be available on double sided disks desptle being originally issued as single sided 
disks. New releases from Infogramcs include NORTH AND SOUTH a game based on the AmeHcan Civil War and combining 
strategy, tactics and arcade, DRAKKHEN has been underdevelopment Ibr over a year by a programming team of five people 
so it should be good* It is a roie playing game based on a far planet where a strange island is growing at an alarming 
rate, the intrepid adventurers must discover the secrets of a new Genesis on the planet . Domark capitalise on the success 
of Trivial Pursuit with the release of PlCTlOiVAffT, the computer version of the popular board game. Of course there's 
no stopping Microprose who in their many guises now seem to have grabbed a large share of the games market. RAINBOW 
WARRIOR is a new unique computer game In which 'players conduct peaceful, direct actions to bring about a better world'. 
Wot, no blasting? ACTION FIGHTER Is based on the Sega arcade game , four tough sections battling over land and sea! 
We are going to run out of room so here's fust a list of others to look out for in the coming months under the MicroSMe 
MicroStatus or Firebird labels STUNT CAR RACER , TOWER OF BABEL. RAINBOW ISLANDS, ORIENTAL GAMES RICK 
DANGEROUS, XENOPHOBE, RAT PACK, EPOCH, QUARTZ, SURVIVOR, MIDWINTER AND CONTACT. Wow, any room for 
other publisher's stuff on the shelves? Populous fanatics can have even more fun with the release by Electronic Arts of 
POPULOUS: THE PROMISED LANDS which has data for five new worlds. Activision also keep busy with CHOSTBVSTERS 
If planned for December and ALTERED BEAST in which you have to collect the mystical spirit balls from your slaved 
opponents'. Not sare what category that fits Info.' Also due are SUPER WONDERBQY and DYNAMITE DUX. Activision also 
have a flight simulator planned called BOMBER. Could be interesting. Time to go, look out for renews of many of these 
games as (if?) they come in. 7 
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"INVENTORY CONTROL . . . 
at CASH REGISTER PRICESr 


BAR CODE + PLUS 


III II MINIM 


CRICIT is an integrated Cash Register & 
Inve ntory C ontrol package. For the price of a cash 
register, you can own the complete Bar Code Ready 
CRICIT System. 

• Complete cash register functions 

• Flexible inventory control for 65,500 products 

• Daily, period and yearly reporting 

• Price/ product labels with optional bar code 

• Reads bar code directly from packaging 

• Coupon issue and redemption [fixed or % of sale) 

• Customized receipts, Inventory and reporting 

• Ready-to-mail purchase orders with automatic 
re-order calculation 

• Commission calculation for 15 sales clerks 

• Mailing lists In list and label formats 

• Lay-aways, auto-discounts, stock searches 

• Categories, departments, non-stock items 
» Between- store reporting via modem 

• User-friendly error correction and training manual 

£249 + V.A.T. 


HMilST . 1 Mchik* irurm? 

** I.ir 1 ^.- IhH-il wrm_Uih 


EXPRESS//// 

2E2-2I3 BROAD STREET, 
BIRMINGHAM,. B15 W 
Telephone. 021-643 9100 
ToleFqx. 021-643 635® 
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... .. . . . . . . . 

nHEMfTING STBPIO 

For High Quality PostScript 
output on a Unotronk 300 
printer at resolutions ol up to 
2400 linos per inch. 

From your Atari using Fleet Street Publisher 
files or PostScript files from other programs. 
Prices from £3.00 per A4 page 


For on information Phil Coates 

pack, send your Setti ng Studio 

name a nd Si The m a 5 Street Wor kshops 

address to: Si Thomas Street 

Newcastle upon Tyne 
NE1 4LE 
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MINIX 


CABLES 


(A UNIX CLONE) 

FOR THE ATARI ST 

Yes most of the power ol a unix type multi tasking, multi user 
system that will run on any ATARI ST ideal for use as the main 
ST operating system, or as the best unix teaching aid available, 

Supplied on 8 single sided floppy disks, that contain the MlMIX 
operating system, plus approx 100 unix utilities, full source code 
for system and all commands. 


for your ST 


MOVE YGUfi PRINTER 

Most printer cable* arc only \ metre 
forcing you to keep m primer close la 
your computer. You don't nrad to be sc- 
restricted, these excellenl quality long 
cables will solve the problem. For ST lo 
any Centronics printer. 

2 metres UM 

3 metres El 1.95 5 metres C15-95 


ST JOYSTICK/MOUSE 
EXTENDER 

No more fiddling about undernealh your 
1040 or 530 - This short extender alfows 
both joystick and mouse lo be connected 
a short way from the sockets. Saves wear 
on the plugs and sockets and makes 
swapping of joystick and mouse easy 

£5.95 


TOGETHER WITH ‘C’ COMPILER, 
ASSEMBLER, LINKER AND MANUAL 

Also 719 page OPERATING SYSTEM book available for MINIX 

MINIX for the ATARI ST £35-6Qp + vat 

MINIX Version 1.3 tor the IBM PC/XT/AT640K £S5.60p + vat 
MINIX upgrade kit to Version 1.3 from 1.1 or 1.2 £32,1 Op + val 

OPERATING SYSTEMS book 719 pages £19,95 no vat 

Full range ol books on MINIX/UNIX available 
Registered User Support Service 

ACCESS - VISA by PHONE, same day despatch P a P £3.00p 
S.A.E. lor full details 

THE MlfsIlX CENTRE 
FORNCETT-END Nr NORWICH 
NORFOLK, ENGLAND NR16 1HT 
TEL:- 095389345 

MINIX is a irafle mark Prentice Hall. UNIX £ a tracts mark of AT&T 


ST to ST NULL MODEM CABLE 


Now you cart play all those games like Populous. F-16 Falcon 
and others in two player mode by conncclinp your ST to a 
friend's machine. Simply conned two machines together with 
this 2 metre cable and play away! 

Price £9.95 


OTHER CABLES FOR ST 


HARD DISK REPLACEMENT CABLE £13.95 

HARD DISK EXTENSION CABLE {1 METRE) £14.95 

HARD DISK EXTENSION CABLE |2 METRE) £15.95 

l MORE FLOPPY DISK DRIVE CABLE £13.95 

Z METRE FLOPPY DISK DRIVE EXTENSION CABLE £14.95 

10405T/52DSTFM TO MONITOR WITH SCART SOCKET E1D.95 

52QET TO PHILIPS B533 MONITOR £10-95 

MONOiCOLOUF SWITCH UNIT £19 95 

(Allows mans and colour mruiilgra to remain connected and switched) 

PAIR OF COILED MIDI LEADS - £6-95 


Ppst and packing free in UK. Send cheque « P- 0 - nr quoia tecnss.'Viia minuter to 

PAGE 6, P.D. BOX 54, STAFFORD, ST16 1DR 

Telephone orders by Access or Visa accepted. Tel. D785 213928 
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BORODINO... ARMADA 

TWO CLASSIC WARGAMES FROM ATARI 



orodino is the first of u completely 
new concept in wargaming, The 
idea is to recreate what it would be 
like to be the historic commander of an 
army, playing only the role of one man 
(and not making decisions for anyone else 
in the army) and communicate with his 
subordinates in the same way as his his¬ 
torical counterpart (giving written orders, 
receiving messages, asking questions and 
so on}." 

This was Dr, Peter Turcan's objective 
when he set out to produce Borodino, 
which recreates the major confrontation 
between the French and the Russians when 
Commander-In-Chief Kutusov made his 
last stand against Napoleon in 1812 to 
prevent the fall of Moscow. Dr, Turcan has 
succeeded admirably. 

You can choose to ploy Napoleon, with 
131,000 men (including 28,000 cavalry 
and 587 guns), or Kutusov, with 120,000 
men (including 17,000 cavalry, 7,000 Cos¬ 
sacks, 10,000 volunteers and 640 pieces of 
artillery). Or you can play a two player 
version - even by mail if you wish - you 
can post the data diskette with the saved 
go me! 

But whichever way you to choose to play 
it you are restricted to the capabilities of 
the one character you have chosen. 
Although you can look in any direction 
you can only see what Napoleon (assum¬ 
ing you are playing him) would see - a 
couple of miles of 3- D landscape with the 
armies scattered across it, You can only 
send messages out in real time - your 
messengers have to ride across the battle¬ 
field to deliver the messages, which may 
be misunderstood or ignored, or indeed 
never arrive! The only other information 
you gel is reports.and requests from your 
generals and colonels - which often arrive 
too late for you to use - just like real life! 
You enter your commands in English 
using a powerful adventure- style parser, 
-Sample commands are: NEY ORDER YOUR 
ARTILLERY TO MOVE 1/2 MILE EAST. 
DAVOUT ORDER 2 INFANTRY DIVISIONS 
TO DEFEND THE WOOD 1 MILE NORTH 
OF YOU. EUGENE SHELL THE ENEMY 


Title; 

BORODINO and 


ARMADA 

Publisher: 

ATARI 

Price; 

£29.99 each 

Reviewer: 

John Sweeney 


CAVALRY 1 MILE NORTH OF 
YOU FOR 30 MINUTES 
MONTBRUN, AT 6.30 AM 
GIVE SUPPORT TO NEY AND 
DAVOUT. EUGENE. FORM AN 
ATTACK LINE FROM THE 
NORTH FLANK TO THE PON¬ 
TOONS LINKING WITH NEY. 

These, and many others, are 
all dearly explained in the 
detailed 64-page manual 
which comes with the game. 

You also get a laminated map 
showing the battlefield. One 
side shows the main moves 
which occurred in the actual 
battle, the other side is for 
you to record your current 
battle, using the specially pro¬ 
vided pen. 

To help you in your planning 
you can use the mouse as a 
telescope to request detailed 
information about anything 
in sight. Once you have en¬ 
tered a set of orders the com¬ 
puter spends two or three mi¬ 
nutes simulating the next 
quarter of an hour of the bat¬ 
tle, Brief messages flash up to Indicate the 
current phase, PLANNING, MOVING, FIR¬ 
ING, etc,, then the 3-D view is redrawn. 
The manual tells us that "the battle is 
fought to extremely detailed rules, similar 
to tabletop wargame rules." But in the 
spirit of the game, you, as Napoleon, just 
get to see the results! 

Fortunately, for those who need a little 
more help, the game provides some J cheat J 
modes which allow you to see all messages 
between the lesser generals (yours and the 
enemy's) and to view the battlefield from 
any position, 

Armada is virtually identical in concept. 

It is 1588 and you get to play Lord Howard 
with 72 ships or the Duke of Medina- 
Sidonia with his Spanish Armada of 97 
ships (there were more but the smallest 
ones are not implemented!), This is a little 
faster - half an hoar of battle takes 1 to 2 
minutes; screen redrawing is 5 to 10 
seconds rather than 10 to 15 (water is 
eusier to draw than land!); and there are 
lots of new commands which relate to sea 
battles: SIGNAL DRAKE, ORDER 4 SHIPS 
TO SAIL TO PLYMOUTH. CAPTAIN MOVE 
ALONGSIDE THF; REVENGE. SIGNAL 
HAWKINS TO SAll [N DOUBLE CRESCENT 
FORMATION. SIGNAL DRAKE TO SHA¬ 
DOW THL ENEMY TO THE SOUTHEAST. 


Above - Armando, Top - Borodino 


SIGNAL HAWKINS. AT 2,30 PM TODAY 
ADOPT GRAPPLING TACTICS, SIGNAL 
FROBISHER TO BLOCKADE PLYMOUTH, 
And so on! 

Armada lasts for five days (as opposed to 
Borodino's one) but there are SAVE facili¬ 
ties plus an optional two day battle for 
you to train on. 

• GAMEPLAY - excellent range of 
commands and parser - a well 
thought out ana presen fed idea. 

• GRAPHICS - good 3-D represen¬ 
tation of the terrain and the 
armies or fleets - the only anima¬ 
tion is an optional view of the 
cannon-fire - tiny clouds of dust 
when they hit. 

• SOUND - None. 

• VERDICT - If you are not a 
serious waraamer you may find if 
rather too slow and complex. But 
for those who want to play a REAL 
wargame, you won't get one much 
more accurate than this. 
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ARCHIPELAGOS 

exploring the land of a thousand islands 


A rchipelagos is quite a difficult 
gome to review; people seem to 
either love it or hate it. it claims 
to he "completely new", "without violence" 
and to ’defy classification", but sadly I 
cannot really agree with all of that. Any¬ 
one who has played Sentinel is bound to 
get a feeling of deju vu with the game 
mechanics. Like Sentinel and Virus it is set 
in a three dimensional scrolling land¬ 
scape. which is done very well, but suffers 
in comparison in that all the land is flat. 
Pointing at nearby squares with the mouse 
will move you to them, pointing at spore 
fjods sucks their energy out for you to use - 
very reminiscent of Sentinel! 

Each of the 9,999 landscapes is a group of 
islands (ARCHIPELAGO: a sea abounding 
in islands, a group of islands - surely you 
knew that!) which you need to join 
together using the FI key to build new 
land. Once they are joined you can destroy 
lots Of big rocks and then blast your prime 
objective - the Obelisk! (Non-Violent 0 
F2 gets you an overhead map of the 
whole archipelago so that you can plan 
your attack. Most of the maps are random 
groups of islands, getting progressively 
harder as you go along, but about twenty 
are detailed maps of Europe, UK, the 
Logotron Turtle, etc. which are rather fine. 
To prevent you in your attempts to des¬ 
troy the Obelisks there are a number of 
nasties after you. Arboreal Trees spiral up 
and down and move slowly towards you, 




Title: 

ARCHIPELAGOS 

| Publisher: 

LOGOTRON 

Price: 

£19.95 

Reviewer: 

John Sweeney 


covering the land 
with blood which 
destroys you at the 
slightest touch 
(Hey! I thought 
this was non-vio¬ 
lent!). The Trees 
only move when 
they reach the bot¬ 
tom of their spiral, 
so they are not too 
hard to avoid. 

Necromancers 
wander around 
destroying the 
ground, usually in 
the most inconve¬ 
nient places but fortunately they are fairly 
slow and dumb so you can lead them out 
to sea to waste time once you gel the 
knack of it. 

Blood Eggs hatch out to claps of lightning 
and either destroy their island or cover it 
in blood - since you are not racing against 
a time limit 1 usually sit out at sea until 
they have finished doing iheir thing then 
carry on with the game. 

Lost Souls ore little whirlwinds that wan¬ 
der at random - if they touch you, you die. 
These are the deadliest of your enemies as 
they move quite fast and give no warning 
of their presence. 1 found that a little frus¬ 
trating - a proximity alarm to give you 
some warning of Lheir presence would 
have been much friendlier. 

Personally l found there wasn't 
enough challenge in the game. 1 got 
up to level 35 with only a couple of 
failures - usually caused by stopping 
to think on the main screen instead 
of the overhead map which pauses 
the game for you. I never really felt 
that 1 was getting enough adrenalin 
ap to make it worthwhile from an 
action point of view, and there 
doesn't seem to be much mental 
challenge either - you just wander 
round until you find all the rocks, i 
heard someone say that it gets quite 
hard around level 4000, but 1 can't 
see myself bothering to play that 
far! fortunately you can always restart at 
any level up to the highest one anyone 
has ever reached with your master disk. 
(Though this also means that anyone in 
the family can access the levels you have 
reached, and that your disk is liable to 
viruses since you have to keep the original 
master unprotected!) 


7 found there wasn't 
enough challenge 
in the game ' 


You need to use the FI key constantly to 
build new land - there must be a better 
way, Surely they could have achieved this 
with the mouse - or at least let you choose 
which key you want to use! 

The supposed lack of violence is also a 
little frustrating -1 would dearly have 
loved to be able to destroy one little 
%*&$%* Necromancer after he hud des¬ 
troyed my land bridge for the fifth time! 

You are surrounded by deadly enemies 
and all you can do is run from them! 

• SIGHT & SOUND Excellent 
The trees make for alien-looking 
landscapes, hut may gel a little 
tedious after you have cracked the 
first couple of thousand! Superb 
eerie music - probably the best 
part of the game! 

• CAMEPLAI' - Nicely presented, 
i>uf / don't think they have man¬ 
aged to achieve quite the right 
balance of difficulty and interest 

• VERDICT - Some people love it - 
but probably best to fry before you 
buy - you have to be addicted to 
pfay more than a few levels 


54 JVfw Atari User - iiiuf 40 
















520 ST-FM SUPER PACK 


1Mb DISK DRIVE 
£450 OF SOFTWARE 

ARCADE GAMES, 


AifeancMri II 

Beyond Tho lee Palace 
BlKk Lump 
Bugqy Boy 

Chopper X 

Ikari Warner* 

Hurtle Madn€» 

Quodr'sllen 


Imagine 
Elite 
Firebird 
Elite 
M SS be rl rente 

. tine 
Electronic Aits 
Logotron 


Rarmrni Hawsori ConsuttanlE 

fl*luvn To Gene*!* FiretMfd 


E19.&5 

E1S.3S 

£19*$ 

£19,95 

£&.99 

£W« 

mas 

£19.95 

£19.95 

£19.« 

£19*S 

£19.95 

£24.95 

£9-95 

£19.95 

£19.95 

t19-« 


Ths Alan Sk*»r i* kfcN lor fou rl w" ID 9“ ^ 
niH-i tJ-rt btrel ir sottwana. Pw:k ircludw a S^ET-FW 

wtiO-1 4W? RftM. e h^JUn I Mb ciSX d«iw*. 0**r E4SD Ef lop Harn^. *rd 1. 
InvitiCti. »l in 7 j Niy itw Super Poc* afi SNafc we will odd to* e*n ST 
StsiDf k.*: iwu<T> i>w t2CC;i hnso 01 C?WQfi PbIlfti the- crupon r.> miahs 


IMCUJD1NG VAT 


Hoedwan Melbourne House 

stamuikc Wanclarin 

Teat Drive EleclTOfiiC Arts 

TUnul Firebird 

Thundwats Elite 

Wlzbail Ocean 

Xenon Melbourne House 

Zynapa H^rt-son Consultants 

SPORTS SIMULATIONS 
Eddie Edwards Soper $kl Elite 

Second* Oul Tynesoft 

Summer Olympiad "&& Tynwcfl 

PRODUCTIVITY SOFTWARE 
Organiser Triangle Publishing £49.95 

JOYSTICK 

Atari CX40 JoysUek Atari Cor p £4.99 

FREE ATARI BUNDLE VALUE:£45&97 


With SMI 24 mgno monitor: £49&Iff With SCI 224 colour monitor £698 £v 


1040ST-FM PROFESSIONAL PACK 


HOW WITH TV MODULATOR 

For «hf! Koriaufi home USflr and th* small business, wa are 
□laa&ed Id anpipuinan a new peWAagfl basad ar&und 
HM05T-FM The 1WQST-FM Ns* 1 Mbyte RAM and a 
lM&ylii buill-in disk drive, in idnlition. thfl HW05T-FM 
now tomes with a TV modulator bullion iThe pravi-bLiaiy 
available uHG&T-F was daa-gned Icir usa wilh a monitor 
only pnd did Mt come Willh a modulator.;i This modulator 
pi lown Lhe ItMCST-F to be fugged direcity ima any 
darntrabC TV Ml. and tomes complelo w;lh tt lead to 
allow you do 3 d. The new PmFessiOnfll FacH' bom 
SihCri incl.Ldtu Ww new lOMST-FM with moduValor p^uS 
fpuF high quality eobwaro packages including a spread¬ 
sheet databesfl. word pruceaeor Jind programming I»n0- 
wage This; ■PraN*slwi*i Pat*' software wll enable you i* 
gfll straighl down to business with your he* cnrapuLtr'. In 
additiOf'i to Shi* sobware hvCHlh f.^B4 fi4). tT yQu buy 
Picreseional Pack tr&m Silica ^hop. you will B*&0 mca\va 
the Silica ST Steder Kil (wdMh Over Entity. Free QT 
CbaB^fr. Return thn coupon lor rurther inlonnaiion. 


£499 

INCLUDthJ^ VAT _ _ 

With SM I 24 mono monitor: £59 B«gf 
With SC 1224 col ou r monito r: £79B ^ 


ATARI IMOST'FM jCmnitJular:. £499-98 

VIP PROFESSIONAL t-SprsaWwifi £149.95 
MICROSOFT WRITE (wa.« Pracaaori £149-95 
SUPERBASE PERSONAL iCu,iabsse; £59-95 
BASIC DISK A MANUAL (Lrgmy i £24JB 
NORMAL RRP: EBfli'sa 
LESS DISCOUNT: - £38542 
PROFESSIONAL PACK PRICE: £49940 


2MD & 4Mb MEGA ST 


The MfeGA ST oentpule^ nm styltd as aa llgblvvighl hcytord Wtth b MiparaLa CPU, 
CQMiBcIncf by e bnlnph/jrie flyle Cflhltt ’Thnru ere IWO Melons ol the M EOft 5T. 
one with S^by-Rs ^ RAM end the eimw wilh 4MbylK hnch ™einn hae ? iMbyle 
double frHfcKl disK drive built-in to Ite CFU UN thft MEGA S^'t do npl came wilh 
modMlalnr buUI-in and mi .^1 therefore be used with a morwlor WiHi erwtr>- MEGA ST 
purchased vvS will add Hie WroleeeKKinl Pbc ? a SOltware |warth ESi.BS'l -selaihjri 

2Mb MEGA ST | 4Mb MEGA ST 

| worth Qwer E2CH>f 
tolh Free- Ot Charge. 

Return Ihn- coupon 

ForfuFihflr details-. 


+ mono mgniitDr = £99B 
+ colaur monitor = £1130 


I £1199: 

i-mono monitor = £i29B 

l^tOlOtjr monitor = £14^0 


A 

ATARI 


Thp range ol Atari ST &Qinpuiera offers someii*ing rcr everyone. Fi^m the §areea enthuse 
rttio wants Ihd theltenge of the vary b«9t in eidade a&lidfi. IP the twjunassman -who wanti 1o 
rn?ke FinancsaJ lorecM^ nr laulttees presentaliune The ST cdfra tryh guahty grapr^^, 
Bound and zm&i lor tha gamer, whilst pnovidinfl a fast, yse* lr»endly and ahord^ble solution 
to business. The ST is now firmly estabhshed in the home environmestl and boasts a weahh 
ol os*** in t^^attcin. local governnMtni. lalaviaton, and a variety of ditteram btjAnTeaaers. 
^nflware lor the riim™ stretches to cover spplicattons as dlw™ as ENTERTAINMENT 
ACCOUNTS. ART, COMMUNICATIONS, COMPUTER AIDED DESIGN, DATABASES. 
DESKTOP PUBLISHING, EDUCATION, MUSIC. PROGRAMMING, SPREADSHEETS, WOflD 
PROCESSING and more. For 3 Full Isst d me sobwera available, as wel^ details of the Si 
range, oomplete and reium the coupon bekaw- mi».-^ n.-m>jirL^ xm rfac«i * p™ 


520 ST-FM EXPLORER PACK 

WITH BUILT-LN 1Mb DISK DRIVE 


The value lor money oHeied by the Atari ST targe is retlecled in the Explorer Pack 
featuring Ihe 520®t-FM computer with 5l£K RAM. The 520ST-FM campul^ 1 now 
comes wilh a buMl-in 1 Mh double sided disk doye aa well as a tree mouse controller 
and ii buhl-ln TV mndolaiOr The new 520ST- FM ixpiorer Pack includes Ihe 520ST- 
FM computer, the arcade game Ran&rama, a tutorial program and some useM 
desktop BccessOruiS. In aridilinn, if you buy Ihe Explorer Peck irom Silica, wc will 
give you Ihe Sili&a ST Siarter Kil worth over £200, FREE OF CHARGE Relum the 
coupon for details of our SiartSi' Kil and of the full ST range. 


SMI 24 mono monitor: £398 9 


SCI224colour monitor: £590 JS 


WHY SILICA SHOP? 


DTP PageStream £149 


Bn bra ySu dSOde whffi In \Ait Y&irf n&» AMn 
cLifli|M»r. -9 suggcb ymnaywntef very pifFUilly WHERE 
you dW rl Ttwfre flW MX N'T cr.trcun« whii car 
-you a cctrpuifii 3 1^' iwnph^ais ard ItWiap- m *Hmg 
lillus. TT^fi are FFWER CHrpHfi® #h 0 csn pHnr a w&? 
laroe ot proancls ter yTkir CtHTipulflr ?rd tupwL advkS 
Bnd hnlp when yOU rmd it TTwre 4 OfA-7 ONi 
rnmpai y w!iO can pr^nrln Ihe- luigeai range tfl Xlnr 'fif 
reatec fyocutte in iha UK, a lull Alnn 3T ipedaiffl 
iKChr.rJil hdpiinfi and ir-deplh iHnr sate suOfjOil, mc- 
li.d ng fnsu rtwele^te^ nntl b™hunh. delved W ywr 
doer lor ti tong ru, ynu reqjne Iflor ycu purchase yuur 
Oi^putar Thai mr asrrparty IS Silca Snau. We hB^ 
r^r, QstaNishec n Iha hom* Dampulsf liad !& s^irs 
with if. arnfj^ tymeww ir esiKSi Ci 1 mllKjn and can 
now Ol^rr 10 mail ouf e^lomor^ rnquinsoenis wilh BP 
frKU'mr* 1 and ufirJeratanoirfl whim h lerxwd to none 
Rut dun 1 ! just 1*8 OU 1 wan; tu -t GOHIFWO ^ reejm 
the coupon hfilrw fcu tiur IflliKt literelum nnd tmgii W 
espenonno ibc Ske 5hQfl spectfifi Asifi 


SH,fC4 STMftTEft KfT: Wurlh vw CbW. FREE 
wilh uLW'y AiBri ST csn^iuLer bduShl Irom Sucn. 
PRQfE55t0*tAL fres iiTlnara 

*ilk irUj^r-FM and mEGx sr t . [Hwi/n r™n Siica. 
DEDtCATEO SERVtONG' 7 IuIHia* Awl t^ainud 

Skftr wipn yiaars. c/ ««p«f ranw W Xi^r swVdLmj 
THF FULL RANGE: X|l ycur Ann 

raquireJW'ISiramafHi plact 
AFTER SALES The-ataH ai SiiCfl an, 

dedratKilu h^lp ymi grtiha DortlmniKOurST. 
FREE CATALOGUES: Malkd tiraol W yOur homA 
« sbc^i OS we print iham, featur^il Oflorp m null 

« Biiril Ihe rmwinlum 

FREE OVERNmfT DEUVERr: On h hercfiiarfl- 
erdara sh^jp^l mlhnlha UK mansard 

M4TCM Wa will maluh g^ho- 

nlitors ar a 'vm* [n'odiid sunw-pnea bas 'd 
FREE TECHMCAL Full hrrelaa-n ^ 

Anri techncal aiprtl bl yaur »mw 


CnMtop il» HoUnt HFwnfl *pf£kiii1kMii "of 

campjtanJ Na un p4ea»d ta aimcunefl a paworAji low t«fl packigt lur Ihfl Aftin ST 
tas^fi 5 P^flSInu^ r^apeSlr^rti hm*i □Fflp D4B (■■VXT=£1T1.3a| and. h 

wcuhK wflh or. Alar lOKK-T #nd □ Sokwha SP-16GXI onrtar, viw ian tw and 
run™ wilh a c<*npkflv s^lRm Inr krc. lh9i- HOW Same d Pw rWlttW nt 
Pfrn$5lNU*7i an Iraied » IhO ngril. ir wOukl !*«■ lurthw mrwmtiMn nn mu i 
program, KrmpJrtfl #>d reMm the coupon ti« tw. -linking the TbP" M lh * comer. 


" TEXT FLOW AROUWE QRAPHlOA 
" HOTAnON OF TEXT t OHAfWCS. 

■ SLANT OH TWIST AH¥ 0IU€tT 
1 POSTSCRIPT COMPATIOLt 

■ TAG FUNCTION 

■ MJTGrtiANIJAjL KERNING *■ H,YPMEhM.TKlN 
• ^flCUPING OF OBJECTS 


ATARI ST? 


If you already OWP nn Atari ST cdrripuiaf and wauld like ID be regiphnmd un Our mailing list nn an 
5T uitr'. let US- knnw. W« will be plflpwcl ta si^id yOL OC^iea d< nur Cifice IlFlS pnd r4iwslei.ieTa 
FREE OF CHARGE as ihay bvcxwnE available conMPiwi^ t*i* uaupon ard reftjm ii ta uur Sidbup 
branch and &egin axpenar^ing a speaiBliSl St i^rvicts thal ia eacor^d 10 nann. 


SILICA SHOP: 


SIDCUP (& Mail Ordej^ . 01-309 1111 | 

1.4 .iWtnvs, Road. Stiicup. Kent OAt44QX 

OPEN: MO NS A T Sfl-JT? .^. 3l^r.O *LAtW PiiGMT: FRIDAY jfcim - 7ftrtt 

LONDON " " _ 01-5 SO 4000 

$2 Toitenf iam Cpurt Road. London. W1P O&A 

OPEN: MVtV- SAT 9.39am - & OOpm LATE mGMT: NONE 

LONDON . 01-829 1234 ext 3914 

Setfritiaes Ofst ff&or}, Oxford Sheet, London. Wt^A tAB 

OPEN: MOfJ-SA T Rum - 6 00pm LATE NIGHT THURSDAY - Spm 


FREE SILICA STARTER KIT 
WORTH OVER £200 

WITH EVERY ST - RETURN COUPON FOR DETAILS 
ALL PRICES QUOTED INCLUDE FREE UK DELIVERY, 

f ^blsTlcaShopUd., Dept FSIX 1089 , 1-4 The Mews, Hathertoy Road, Sldcup, Kent DA 144 DX_\ 

I PLEASE SEND FREE LITERATURE OH THE ATARI ST | 

_ Mf/Mrs/Ms: Initials: Surname; ■ 

I 1 

I . I 


Postcode 


Do you el ready tiwo g computer 
II so, which one dc you 0 


DTP □ 









































































































>4 MIDIot’s Guide to Music Making on the Atari 


4 Bringing it 
All Together 


I n this, the final part of our beginner's guide to MIDI, we 
take a look at voice editing and music .scoring software and 
at setting up your own Sow cost home recording studio. 

One of the most fascinating aspects of using a synthesiser is the 
production of your own unique sounds via customised voice 
patches. While it's true that most instalments you buy today 
have dozens (sometimes hundreds) of perfectly good pre-set 
sounds, there's nothing quite like inventing your own. To do this 
you have to be able to program the sound generating compo¬ 
nents of your synthesiser. Inexpensive home keyboards often 
have no facilities for doing this, so you're stuck with the pre-sets - 
something to bear in mind when buying one. Once again the 
Sow cost Yamaha P.SS-tiSO home keyboard/synthesiser we've used 
as our example in this series demonstrates its good value by 
providing such facilities, although they're limited compared with 
more upmarket instruments. 

Depending on the synthesiser you could have to set a HUNDRED 
or more parameters to define that unique sound, each one input 
as a numeric value via fiddly little pushbuttons and miniscule 
LCD/LED display on the synth's front panel- Trying to produce 
the sound you want this way can soon reduce you to a boss-eyed, 
gibbering wreck! So - let the ST do the hard work! 


VOICE PATCH EDITORS 

There are dozens of voice patch editors available for the ST, 
priced from around £2 lor public domain programs to around 
£iSO for top class professional quality software. They ail work on 
a similar principle, using MIDI's System Exclusive facilities. They 
can upload the parameters of an existing sound from your 
synth, display them on your computer screen, change them, and 
download them to the synth again for immediate playing. Or 
you can start from scratch and just download a complete set of 
brand new parameters. Some synths, such as the Roland MT-32, 
can ONLY be programmed this way, having no front panel 
editing facilities. 

Reiter yet, some software will display certain parameters in 
graphical form, displaying the r shape r of the sound onscreen. 
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One 0 f several excellent public domain voice patch editors - this one 
for r he Casio - others are avialable for Yamaha and giber synths 


John S Davison concludes 
this beginners guide to the 
world of Midi with a look at 
some additional software 
and suggestions for audio 
recording of your newly 
composed masterpieces 


You modify the sound by redrawing its shape - much easier than 
working with streams of numbers. If you're really stuck for ideas 
some programs will even randomise parameter values for you, in 
the hope of hitting on a usable sound by chancel 
Once you've produced an acceptable patch you'll want to be 
able to use it whenever you wish, and this means finding 
somewhere to store it. Most synths have buttery powered long- 
term memory banks for this purpose, but you'll soon fill these, 
and the RAMcard storage used try some synths tends to be very 
costly. Again, the solution lies with the computer. Most patch 
editors also include a librarian facility, allowing patches to be 
stored on disk, often grouping similar sounds together for con¬ 
venience of later retrieval. 

Patch editors are usually designed to work with specific niukes 
and models of synthesiser, This dependency could be inconve¬ 
nient as it means you could have to buy a new patch editor if 
you buy a new synth, However, 'universal' editors (such as Hollis 
Research's Ml01 man, £79] capable of handling a range of instru¬ 
ments from different manufacturers have recently appeared - 
worth thinking about if you plan to expand your MIDI system in 
the future. Some of the best editors may be found in the Stein¬ 
berg Synthworks range of software. They’re expensive at around 
£100 a time, but are superb quality products, 

Regrettably, I've seen no voice editing or librarian software for 
the PSS-6S0, not even public domain material. Editing isn't 
difficult as the PSS-680 has only 9 parameters to manipulate, but 
a voice library on disk would be very useful. If you know of 
anything, perhaps something you've written yourself, please 
write to me (care of Page 6) and I'll publicise it. 


BE YOUR OWN MUSIC PUBLISHER 

After sweating blood over your ST'and MiDI keyboards for weeks 
you eventually produce a musical masterpiece (you think!). If it's 
any good you'll want other people to hear it or even perform it 
themselves, won't you? So why don't you turn your masterpiece 
into printed form as sheet music, or record it onto cassette tape 
that anyone can play on their Walkman or ghettoblaster? 
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by John 5 Davison 


By far the easiest way to produce sheet music is to use a 
sequencer with built-in music printing facilities, or which inter¬ 
faces to a separate score printing program. Remember that most 
sequencers use their own unique file format, so you can't just 
take any old sequencer file and expect it to work with any score 
printing program. You usually have to use programs from the 
some manufacturer, although some will read files from other 
sources. This messy situation could change in future with the 
advent of the MIDI File Standard, which is designed to make files 
interchangeable between MIDI based programs from different 
manufacturers. 

Like sequencers, score printing programs range from the cheap 
and cheerful to professional level music publishing systems. The 
cheapest music printing facility I've seen is that contained in 
Activision's Music Studio. This is little more than a printer dump 
of what you see on the screen with no control over how it's 
printed, but at around £25 for the whole package you can't 
really grumble. 

Midprice packages include Hybrid Arts' EZ-Score at around 
£130, which is designed to comp Lem ent their EZ-Track sequencer. 
It gives much more control over the printing, but has limited 
stave handling. Dr, T's Copyist series of packages (from around 
£80) are uiso worth a look- 

At the top end of the market are programs such as Steinberg's 
Master Score and C-Lab's Notator, but we r re talking serious 
money here as these cost several hundred pounds apiece. Howev¬ 
er, they give the composer/arranger complete control over vir¬ 
tually alt aspects of the printed output, and the results are superb 
■ just Like the sheet music you buy In the shops. Master Score Is 
really u companion for Steinberg's own Pro-24 and Pro-12 se¬ 
quencers, while Notator is a combined sequencer and score 
printing package. 

Don't forget you 11 also need a suitable printer. The minimum is 
usually an Epson compatible (graphics capable) dot matrix prin¬ 
ter, although individual score printing packages may provide 
drivers for other types. 

BECOME A RECORDING STARI 

The best way of showing off your masterpiece is to record it onto 
cassette. To do this you'll need to add u few Items to your MIDI 
setup, in effect turning it into a mini recording studio. Now don't 
get alarmed about the cost as you may already own the items 
needed! 

Obviously, you'll need a cassette recorder. 11 doesn't have to be 
an expensive multi-track ''porta-studio' job, an ordinary domestic 
stereo machine will do. For best results it should have line inputs, 
so you can record directly from your synth without the need to 
use microphones. The PSS-680 has stereo line outputs originally 
designed to connect to an external amplification system, but is 
suitable for use with recording gear too. In my case l just connect 
these directly to my hi-fi cassette deck's line inputs with ordinary 
phono leads - and bingo - instant recording studio! Now, when 
you fire up the MIDI sequencer on your ST to playback your 
masterpiece you'll find you can record the glorious sounds you've 
Created. They're real sounds this time, not MIDI data, so you can 
play them back on any cassette machine. 

If you play the tape back through a decent hi-fi system you'll get 
a pleasant surprise. It sounds GREAT] The lesson learned is that a 
humble home keyboard like the PSS-6R0 can 't realise its full 
sonic potential through its built-in amplification facilities, so the 
next addition to your studio should be a separate amplification 
system. Jf you con position your hi-fi near to your ST and synth 
then the problem is solved - just connect the synth's outputs to 
the Aux In on your hi-fi. Check that they match electrically first, 
though. 


If you can't use your hi-fi consider buying a pair of powered hi-fi 
speakers, available for around £100 from companies like Whar- 
fedule or Goodmans. These are good quality bookshelf speakers 
containing built-in amplifiers, and make ideal home studio 
monitors. If you can't afford any of these options, then try 
listening on a pair of good quality headphones. Again, if' you've 
only heard your home keyboard play through its built-in speak¬ 
ers the improvement in sound quality will astound you. 

If you add more sound sources to your setup, such us expander 
modules, samplers, or drum machines, you’ll need to combine 
their outputs for recording purposes, requiring an audio mixer of 
some description. Very simple four channel mixers cost from 
around £2-0 from Tandy 's, but you could pay hundreds of pounds 
for one with lots of channels and additional recording facilities, 
such as tone equalisation and sound positioning. 

The sounds you make on your synth cun be improved treme¬ 
ndously by judicious use of special effects such as reverberation 
and echo, so you might want to add an effects processor. Yama¬ 
ha, Alesis, and others can supply these from around £150 for a 
box capable of producing several different effects. 

The final item you might include is that multi-track cassette 
recorder, particularly if you intend adding the sound of other 
Instrumentalists or singers to your own efforts. But that's a whole 
new ballgame and beyond the scope of our beginner's guide to 
MIDI 



Superscare a combined score program and sequencer that cun record 
and ploy back as well as printing top quality scores - but at a price! 

From here on the sky's the limit. You start climbing out of the 
amateur arena and into the world of the professional musician. 
Many of the famous bands you hear today produce their music 
using the same basic tools and techniques we've looked at in this 
series of articles. A surprising number of them originally started 
with a simple home MIDI recording studio, and many still do 
much of the work on their music at home. This saves thousands 
of pounds in professional studio hire fees and gives the musician 
a level of freedom undreamed of just a few years ago. 

This revolution was largely brought about by MIDI, aided and 
abetted by the arrival of the ST with its built-in MIDI ports. You, 
the 5T user, cun easily join this revolution and follow in the 
footsteps of today's music stars. Who knows where they might 
lead you? * 
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A s cm avid user of Sub¬ 
logic's legendary Flight 
Simulator II (FS2) I 
was really excited by the pros¬ 
pect of flying Jet, their latest 
simulator for the ST but let 
me say straight away that |et 
is nothing like FS2. There are 
certain visual similunlies, it 
can use FS2’s scenery disks, 
and it has a similar two play¬ 
er mode using two interlinked 
5T’s, but otherwise the pro¬ 
ducts are as different as they 
could be. 

let places you in the cockpit 
of either a land based F16 
Fighting Falcon or u carrier 
based F/A18 Ffomet. You’re given a choice 
of missions in each, ranging through prac¬ 
tice; dogfighting; ground target strike; a 
combined mission Involving dogfighting 
and ground attack; and free flight, which 
allows you to explore the scenery of let's 
world unmolested by enemy action. 

After selecting your aircraft, mission type, 
and difficulty level you're taken to an 
armaments screen to choose a weapon 
load appropriate to the mission. Ordnance 
includes short and long range air-to-air 
missiles, air-to-ground missiles, bombs, 
and cannon shells. Then, depending on 
the mission chosen, you'll find yourself 
sitting in the cockpit of an F16 or F/A18 
located either on an airfield or on the 
catapult deck of a Nimitz class aircraft 
carrier. 

Most of the screen is occupied by your 
outside view, and unlike FS2, Jet's in¬ 
strumentation isn't authentic and has 
been cut to a minimum. Primary flight 
information is displayed in thin strips on 
the four edges of the screen. There are also 
various warning lights, a few secondary 
instruments, and rudimentary radio navi¬ 
gation aids to guide you back to your 
base. 



the windscreen, providing vital pitch and 
bank Information useful during a 
dogfight. 

Control may be any mix of mouse, joys¬ 
tick, or keyboard. Primary flight controls 
are rather oversensitive, making accurate 
control difficult. Flight behaviour isn’t too 
convincing either, particularly during 
landings. This is probably a blessing in 
disguise though, as it makes landings 
easier - and you need all the help you can 
get when landing the F/A18 back on the 
aircraft carrier's deck! 


LETHAL MIGS 

If you choose dogfighting you 'll meet 
some rather aggressive MiG-21 and MiG- 
23 aircraft soon after takeoff. They're 
graphically well portrayed and each type 
is clearly identifiable at dose range. They 
manoeuvre realistically, and it takes skill 
to beat them. You're helped in this by the 
tracking boxes and ranging circle projec¬ 
ted onto your head-up display by the air¬ 
craft's attack systems. 

There’s a problem though. Sublogic seem 
to have made things too difficult, as even 


power station, bridges, docks, 
and such like, in F/A18 mode 
your targets are Kynda-class mis¬ 
sile cruisers of the Soviet navy, 
Again, you’re helped by target¬ 
ing cues projected onto your 
head-up display. Enemy targets 
are guarded by surface-to-air 
missiles, and once more these 
seem to be overdone somewhat, 
as you spend almost all your 
time avoiding missiles rather 
than attacking the enemy, For 
me this rather spoiled the action. 
Ground scenery consists of flat 
areas plus occasional pyramid 
shaped mountains. There’s also 
the odd road, river, and airfield, 
plus the targets mentioned above. All are 
shown in 3D colour filled graphics where 
appropriate. In the F/A18 missions the sea 
is featureless except for your carrier, the 
enemy vessels, and areas ruled with white 
parallel lines (representing waves?). 


RIDE ON A MISSILE! 

Jet has many of the view facilities of FS2 
plus a few unique ones. You cun get a 360 
degree view from the cockpit in 45 degree 
sections, plus vertical views up and down. 
There are also spotter plane views from the 
side and behind your aircraft control 
tower and tracking views, and a great op¬ 
tion which instantly fixes the viewpoint at 
the location of your aircraft at that mo¬ 
ment AND LEAVES IT THERE. It's as if a 
video camera has been set up to record 
your progress - you watch yourself streak 
away into the distance, and can even see 
yourself dogfighting with the enemy! In 
combat you can lock the view on a MiG so 
you can always see him r and you can even 
get the missile's eye view of an attack - as 
if you were riding on the missile! 


Additional information may be toggled 
on and off the screen, including map and 
radar windows, and an attitude indicator. 
This is projected a$ a ’’head-up display' on 


Title: 

JET 

Publisher; 

Sublogic 

Price: 

£39.95 

Reviewer: 

John S Davison 


at the easiest levels the MiGs fire far too 
many missiles at you. The only defence is 
violent manoeuvring - there's no chaff, 
flares, or other countermeasures you cun 
use. All too often you get blasted out of the 
sky, although if you're quick you might 
get the chance to eject. In this case you sec 
yourself floating to earth on a parachute, 
where you're rescued and given another 
aircraft to fly. 

Ground attack in the F16 has you taking 
out enemy ground targets, including a 


SADLY DISAPPOINTING 

Overall I found |et disappointing, with 
my main criticisms aimed at its oversensi¬ 
tive controls, unrealistic flight behaviour, 
and overzealousness on the part of the 
enemy. It may"have been good when first 
launched on the IBM PC in 19RS, and it 
still has some nice features, hut it can't 
really compete with the likes of Falcon and 
F16 Combat Pilot. 
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PERSONAL NIGHTMARE 

A HORROR STORY IN YOUR OWN FRONT ROOM 


L ois of games these days claim to be 
Graphics Adventures, though most, 
like Level 9 anti Magnetic Scroll^ 
are really text adventures with a few pic¬ 
tures to enhance the atmosphere. The 
main exceptions to this have been the 
Sieira games (King's Quest, Space Quest, 
etc.) and the Mindscapc ones (Uninvited, 
Shadowgate r Deja Vu). Now a new com¬ 
pany bursts onto the scene with a new 
style of genuine graphics adventure - Hor- 
rorsofi Their first game. Personal Night¬ 
mare., certainly lives up to the company 
name! The plot is gruesome, you will die 
lots of horrible deaths (accompanied by 
suitably grotesque graphics) anti you will 
have to do some pretty nasty things your¬ 
self if you want to win the game. 

U is a large game with over 100 fully 
pictured locations and a cast of around a 
dozen characters who wander on and off 
screen living their own lives while you try 
to work out what is going on. The main 
action takes place in a large window 
which shows the current scene. Some use¬ 
ful commands (TAKE, OPEN, EXAMINE, 
LOOK IN r etc.) are listed down the side for 
you to invoke with the mouse. By pointing 
at these commands and then at items in 
the view you can build up sentences and 
then ENTER them with the mouse's right 
button. You can also use the mouse to 
open up windows she?wing your inventory 
and the room contents, and move items 
around - all very user-iriendly. As well as 
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this you can type 
in. commands in 
the traditional 
manner for actions 
not covered by the 
icons. 

The game starts 
in the village pub. 

You have come 
home to investi- 
gate a rather wor¬ 
rying letter from 
your mother. 

There is a hit-and- 
run car 'accident' 
outside the pub 
and you become 
even mare suspicious. Your questions and 
searching soon reveal that all is not well 
in the quaint little village of Tynham 
Cross - rumours abound of missing girls 
and witchcraft. You have four days to dis¬ 
cover oil the secrets of this strange place - 
if you can survive the nights! There is 
death on every side ■ vampires, hell¬ 
hounds, ghosts, demons - you name it 
they've got it - and all beautifully ani¬ 
mated, (Hint - you can still type com¬ 
mands after the animation has starred - 
you don't always have to die!) 

IF you can survive, and IF you can find 
enough evidence to convince the local 
policeman of what is going on, and IF you 
can persuade him not to throw YOU into 
jail, and IF you can find all the dues and 
artefacts necessary to rid the world 
of the evil presence behind all this, 
then you might just live long 
enough to see the final excellent 
graphic sequences! Save frequently! 
On the negative side, there are a 
few minor bugs (though nothing 
that will stop you finishing the 
game - and they do have a new 
release planned for the near future), 
the parser isn't fantastic - the emph¬ 
asis is definitely on the graphics, the 
implementation is not quite perfect 
{1 like to be able to see the last thing 
I typed as well as the response to it, 
and two minutes to reload and get 
back to try again after tine of the many 
deaths is a little too long for my liking), 
and the bottom half of the map appears to 
be printed back to front! The pictures do 
lake a few seconds to load, but at Least you 
get half a dozen rooms on each load (it is 
nothing like as bad as Sierra) - the price 
we have to pay if we wont tills quality of 
graphics with the current technology. 


There is a wide variety of problems for 
you to solve. On the simpler side there is 
the standard stuff, like making sure you 
have looked everywhere and found every- 
thing, and then putting what you find to 
their obvious uses. But there are lots of 
more difficult problems as well; some are 
nice logical puzzles; others arc to do with 
being in the right place at the right time 
(unfortunately the WAIT command is 
rather inadequate) or in working out how 
to avoid imminent death. As long as you 
have the patience you will certainly get 
your money's worth out of this one! 
Footnote: There is a particularly nasty bug 
if you get garrotted. When you restart Lhe 
game you must ALWAYS replace the game 
diskette immediately after a SAVE - if you 
still have problems contact Hormrsoft. 


GAMEPLA V: As long as you 
accepf the limitations , tfiert most 
of it is very good -1 suspect the 
hints columns in the magazines 
wifi be busy with this one - it is a 
hard one to finish! 

GRAPHICS: Excellent - five dis¬ 
kettes full of pictures - but not 
recommended for the very young! 

SOUND: Lots of nice little effects 
which add to the atmosphere. 

VERDICT: A little frustrating at 
times, but overall a very enjoyable 
experience. Watch out for more 
horror in 'Elvira•, Mistress of the 
Dark’ iafer I Ms year! 
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WICKED 




E very so often a game 
comes along which Is 
different enough from 
the test that It immediately 
grabs your attention. Wicked, 
from Electric Dreams, is a 
game which has this quality 
The game is based on the 
ancient myth of good against 
evil. You are a mere mortal 
who is transformed into a star 
of fire as you now serve the 
great Sun God. 
the game itself is basically a 
single screen shoot 'em up 
which involves considerably 
more thought than many 
other gomes of this type 
When you begin the game 
the 'Eye of Infinity' looks on as 
you select your battleground 
against the evil forces In any 
one of fhe twelve great con¬ 
stellations of the Universe (the 
Zodiac star signs). Once you 
have been transported to the 
constellation of your choice a 
mop of the stars unrolls before 


you. on which key 
stars of the system 
are highlighted. It 
is at these points 
that your fight 
against the dark forces truly 
begins.... 

Upon entering a screen a 
number of good and evil por¬ 
tals can be seen, each of 
which is creating good and 
evil 'growth' respectively. The 
main aim of the game is to 
smother all of the evil portals 
with good growth, thus win¬ 
ning the screen becouse no 
more evil growth can be cre¬ 
ated. To hinder you in your 
task of purging evil are the 
guardians, who are sent by 
the Beost from the land of 
Pondaemonium, During day¬ 
time, where the Sun God is 
visible in the centre of the 
screen, you hove the power 
to destroy the evil guardians. 
At night, when the Beast is visi 
ble, your shots ore rendered 



harmless against him, Each 
day and night throughout the 
gome the central face (Sun or 
Beost) opens to reveal a Tarot 
card, which In turn creates a 
crystal sent from either the 
land of good or evil. These 
crystals have the ability to give 
you special powers but which 
can work against you. 

In terms of presentation 
'Wicked' is superb, Graphics 
are beautifully drawn and ali 
animation is slick ond in some 
cases quite amusing! Sound is 
afso of high quality, the sam¬ 
pled spot effects are excellent 
and add greatly to the 
'spooky' feel of the game. My 
only minor quibble is that the 
background music could 
have been a little better, 



FACTS 


Title: KULT - The Temple 

of Flying Saucers 
Publisher: ERE tnformatique 
Price: £24.95 

Reviewer: Demon Howarth 


SIGHT a SOUND 


Good sampled ond digitised 
music and spot effect$ r the 
graphics are mind blowing and 
well detailed, □ gfoamy riot of 
colow 


GAMEPLAY 


initially difficult to pick up but 
once the controls are mastered 
Exceptionally playable ond 
addictive 


VERDICT 


If you tike adventures, Michael 
Moorcock or Science Fiction 
get iti 



T his graphic adventure is 
produced by the same 
people who produced 
Captain Blood ond Purple 
Saturn Day and It shows the 
same excellent artwork ond 
strange ideologies of play. 
Your role as one of the out¬ 
lawed Tuners, CPsi powered 
warriors) is to go and rescue 
your girl friend aptly named 
Psf-Fl from the dutches of the 
evil tyrants in the temple. In 
order to infiltrate their organ¬ 
isation you hove to prove 
yourself worthy by finding five 
skulls each protected by some 
fairly mind bending puzzles. 
Surprisingly you are not alone 
on this trip and apart from the 
rivals also trying to gain their 
status you have a mental 


to your mentor 
who appears as a 
foetus and offers 
clues and advice 
in strange phone¬ 
tic speech bubbles. 

Many of the problems need 
some form of special equip¬ 
ment to succeed in tor inst¬ 
ance a goblet Is handy in the 
'Twins' 1 encounter. The first one 
of these is given to you by the 
Master of ceremonies but from 
then you are on your own. 

The atmosphere surrounding 
this gome is dark and grave 
and the artwork Is like that 
found on the cover of maga¬ 
zines such as Amazing Stories. 
Control is by icons along the 
side of the action scren and 
decisions are activated by 
touching various nerve cells 
on the brain Icon. The pack¬ 
age comes with literature 
which conveys more of this 
slightly black humour. The 



FACTS 


Title: WICKED 

Publisher: Electric Dreams 
Price: £19,99 

Reviewer: John Davison jm 


SIGHT a SOUND 


Graphics are bright colourful , 
and shaded to great effect. 
Sampled spot effects are won¬ 
derful, but the background 
tune lets the side down slightly 


GAMEPLAY 


Totally, totally addictive. tt r s the 
sort of game you srl down to 
play and end up realizing 
you've been playing for hourst 


VERDICT 


Wicked « one of best games I 
have reviewed in quite a while, 
It's definitely worth buying 


THE TEMPLE 
OF FLYING 
SAUCERS 

game can be solved by trial 
ond error and sadly os wrth all 
the multiple choice genre of 
odventures once the game Is 
salved the appeal will drop 
off. Until that occurs though 
there r$ an addiction that is 
most surprising and even 
when every visible option has 
left you in a state of hair tear¬ 
ing bewilderment It becomes 
apparent that a small port of 
the excellent pictures hos not 
been explored and more op¬ 
tions spring to light. 

When speech is uttered a sort 
a squeaky jobber emits from 
the speakers and since these 
aliens obviously speak a di¬ 
alect of Clanger it is helpful 
that written versions of the 
words also appear Most of 
the problems are salveable 
but! still cannot manage the 
final room and thus can not 
tell you if there Is or is not a big 
finish. 
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ENTERPRISE 




T his latest release on the 
Atari ‘Action Games' 
label is a mix of strategy 
and action. It has you flying 
around the galaxy to different 
planets in search of the super 
heavy atomic nuclei which 
help keep the planet of Sola 
Ill's ozone layer in operation, 
You search the galaxy, which 
is experiencing war conditions, 
to locate mining colonies cap¬ 
able of finding the vital subst¬ 
ances you need. Once lo¬ 
cated you must help these 
colonies by re-orming and re¬ 
supplying them as necessary. 
Throughout your mission you 
will encounter many enemy 
craft, who, as you would ex¬ 
pect, try to do everything in 
their power to destroy you. 
Your view of the proceedings 
throughout the game is from 
inside your hyperspace equip¬ 
ped spacecraft, which is cap¬ 
able of travelling great distan¬ 
ces In a very short time. 


These 'warps', 
however, ore one 
of my major com¬ 
plaints about the 
game When you 
activate the hyper drive, 
although the special effects 
which follow are extremely im¬ 
pressive, it just takes too long. 
Overall the game is very com¬ 
plex and a tough challenge. If 
tackled seriously it would take 
a long time to complete, but 
there is a save game feature, 
This complexity would make 
the game absolutely superb if 
it were not spoilt by a number 
of factors One is the ‘over¬ 
doing' of some graphics, such 
as the warp mentioned 
above. Another is the stupid 
number of aliens which attack 
you. There are loads of them, 
and they all move so fast it is 
practically impossible to des¬ 
troy them without suffering 
considerable damage to your¬ 
self. I also feel that the scenes 



planets could be much better. 
The way they are presented 
makes you feel almost dizzy as 
you try to locate a mining 
complex or o hostile space¬ 
craft which Is meticulously 
tearing chunks out of you. 
Graphically the game is of a 
fairly reasonable standard, 
with presentation very pleas¬ 
ing to the eye and colour 
used to good effect. Sound, 
on the other hand, is not at all 
good, The monotonous tune 
repeats over and over on the 
title screen and adds no 
‘atmosphere’ to the game. 
Enterprise is supplied with a 
very comprehensive Instruc¬ 
tion manual and an amusing 
and well written novella by 
Graham Wayne, 



FACTS 


Title; ENTERPRISE 

Publisher; Atari 
Price; £19.99 

Reviewer: John Davison jnr 


SIGHT & SOUND 


Graphically the gome l$ pre¬ 
sented to a fairly high standard 
with some very impressive mo¬ 
ments. Sountf, however, is not 
very good 


GAMEPLAY 


Very complex hut a great 
game has been spoilt by /he 
presence of too many adver¬ 
saries 


VERDICT 


Overall this game falls into /ho/ 
/nde/eflniino/e category which 
is neither good nor bod 



FACTS 


Title: STAR RAIDERS 

Publisher: ATARI 
Price: £14.99 

Reviewer: Damon Ho worth 


SIGHT & SOUND 


The graphics are adequate and 
at times large and effective 
while the sound effects ore 
strong but do noi reatfy com¬ 
pare to Star Trek for instance 




STAR 

RAIDERS 


T he savage Zycroids, 

malevolent robots from 
deep space have come 
to plunder the solar system 
and destroy organic life forms. 
Only the Star Raiders have the 
technology and skill to destroy 
these intruders, 

This game has been about on 
the 8-bit Atarls for many a 
long yeor and was a favourite 
then, just how it will measure 
up on the bigger machines is 
on interesting thought. The 
gameplay will remind readers 
of another classic game. Star 
Trek, in so far as the object is 
to clear sectors of aliens within 
a time limit while protecting 
space stations, 

Quite often the game shows 
it's age and although the 


16-bit technology 
has been written 
for it has not been 
used to If s full 
advantage. The 
difference between this clas¬ 
sic and the old Star Trek 
games is that once the sectors 
have been found on the scan¬ 
ners the actual battles take 
place on screen as an arcade 
shoot em up as opposed to 
the two dimensional mop.The 
system feels complicated 
owing to the fact that the 
manual is a little vague and 
makes play sound far more 
complex than it actually is, In 
fact once the game has been 
played for a little time then it 
becomes almost second na¬ 
ture as to which buttons to 
press and what viewers to use. 
The advanced ST features do 
not seem to have been used 
a great deal and apart from 
reasonable sound effects 


the game feels to be a port 
from the eight bit. There is a 
level based entry fa the game 
which gives different types 
and amounts of enemies and 
also a lowering time limit, and 
various grades of success that 
give the successful candidate 
differing ranks according: to 
number of enemy killed at 
which level of play. 

The game is most entertaining 
and can amuse for an hour or 
so and it is evident why it was 
such a hit on the original Atari 
machines but unfortunately 
the theme has been done 
better since. Either the new 
version of Star Trek which has 
better looking fight simulations 
or even Star Fleet Battles with 
better tactical appeal 
although lesser graphics could 
be better alternatives. Having 
said that I enjoyed playing the 
game and it sparked off 
memories of earlier ages. 
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STARBREAKER 


Y ou are to become one 
of the elite band of 
planet clearers and 
guardian of the homeworids in 
this Atari shoot 'em up. The 
action takes place on two 
levels, the first of which is a 
defender like set up wherein 
the small fighter craft has to 
blast its way across a horizon¬ 
tal planetscape looking for the 
enhances to various bases so 
that it may land to start the 
second part of the game. 

The travel stage is a smooth 
scrolling fast piece of arcade 
action that wilt be familiar to 
all. with smart bombs and fast 
firing iazers. The graphics and 
spot effects at this level are 
adequate and the sprites are 
well sized and nicely control¬ 
led. although sometimes a lit¬ 
tle finicky about 'hot spots'. 
The enemy space craft are 
swift and devious ond it makes 
a strong link game, 

The second part is more tike 


Impossible Mission 
as the android 
charges through 
various under¬ 
ground levels 
seorching computer files for 
more energy or repairs and 
paying for these with credits 
earned by his kill points. The 
eventual aim is to destroy a 
giant space clam and exit the 
base after detonating the self 
destruct, 

The artwork in this second 
level is entertaining and very 
cortoony. even the evil clams 
have a slight cutesey toting. 
The sprites are big and the op¬ 
tion to run or fly is almost al¬ 
ways available. If is imperative 
to remember where various 
items may be purchased to 
keep up stocks of all neces¬ 
sary equipment, it is also 
necessary to become adept 
at quick take offs to avoid 
being blown away In the des¬ 
truction of the base. 



There is an eight bit conver¬ 
sion feel to the game but for 
all thot if exudes a feeling of 
entertainment and sports 
some originality within an old 
genre. I found the game be¬ 
coming quite addictive and it 
made my firing finger become 
quite stiff and sore after a 
while, The loading screens ond 
the Initial sight of the Star- 
breaker going to battle are 
most effective and show up 
the Science Fiction back¬ 
ground of the game well. It is 
not often that two fairly classic 
games are merged into a 
game that needs some logic 
and skill with all the speed of a 
good arcade shoot 'em up. 

It's good to know thot Atari 
can produce such games. 



FACTS 

Title: 

STARBREAKER 

Publisher: 

ATARI /FRAMES 

Price: 

£14.99 

Reviewer: 

Damon Howarth 


SIGHT a SOUND 


Good spot sound effects 
although the loading music is 
average. Graphics are colour* 
ful and exciting adding greatly 
to the enjoyment of fhe game 


GAMEPLAY 


Fast and furious, ail the 
pieasant sensations of smooth 
scrolling and a mod enjoyable 
experience, not too difficult 
either! 


VERDICT 


A good revamp pfotd ideas. 
urorffr a tryout at least and 
probably appealing tc nostal¬ 
gic arcade fans 


WEIRD DREAMS 


monster All this is 
done technically 
well and with a 
zest for the surreal 
that suits the 
theme. Unfortunately nothing 



FACTS 

i Title: 

WEIR’D DREAMS 

Publisher: 

Ra inbird 

Price: 

£24,99 

Reviewer: 

Damon Howarth 


SIGHT a SOUND 


Visually very effective, with 
some horrific graphics h the spot 
effects ore to the point and the 
soundtrack atmospheric 


GAMEPLAY 


Difficult to ptay and witl take 
time to master r some more 
clues on what to do early on 
would be hetpfut otherwise 
stick and entertaining 


VERDICT 


t felt this to be a game that 
would need a Pyfhanesque, 
black humour to fully appreci¬ 
ate * possibty a once com* 
pteted , happy to forget game. 


I first became acquainted 
with this game through 
Saturday morning TV where 
It pJayed a vital port in the 
children’s competition on Get 
Fresh or something similar. At 
that time it looked graphically 
pretty, although somewhat 
horrendous, but nonetheless 
fairly straightforward to play. 
On playing the 5T version I 
find the same strange 
graphics which seem ok \n to 
impressionism or a Salvador 
Dali painting with a long plat 
that does not help the under¬ 
standing of the game It 
seems that the player is trap¬ 
ped in a nightmare and the 
only way to live is to play out 
ail the screens in the dream 
and then defeat the final 


actually explains the tasks that 
need to be undergone to 
make anything happen, it 
took me numerous loadings to 
realise that fhe first screen is 
merely o device to enter the 
world of nightmare and does 
not need any action other 
than a wail timed jump on to 
a Candy floss machine. 
Subsequent screens are link¬ 
ed through a Hall of Mirrors 
and going through one mirror 
leads to a new encounter, 
thus it seems that a maximum 
of five different scenarios are 
passible plus the dosing fight. 
While this does not sound a lot 
believe me they are difficult. I 
still do not know how to com¬ 
bat the wasp in the first gome 


although I can run away from 
it very well! On some screens 
the means to defeat the nas¬ 
ties are possibly obvious, for 
example catch the fish that fly 
through the air to hit the Eas¬ 
ter Island monsters, or pick up 
a garden Mick to fence with 
the man eating plants. 

The sprites are big and well 
formed, even the action is fair¬ 
ly smooth although there is a 
gap in crossing screens owing 
to the complexity of a screen 
and the need to load each 
from disk. The protect ion 
comes from Quoting a word 
from the accompanying 
Novella and in the main this 
works well although the pages 
do have a large number of 
paragraphs so a great deal of 
counting is necessary. 

This is a pacey surreal game 
that contains same humour 
but despite all It's class still 
lacks a little something. 
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THE GREAT MAIL ORDER 
COMPUTER COMPANY 

DEPT A2, PO BOX 233, SHEFFIELD, S6 4AZ TEI: (0742) 326533 

QUALITY ST SOFTWARE AT DISCOUNT PRICES 


WORD PROCESSING 


K Word II ..... 

lsE Word Pius ... 

Pralcsil v4 ... 

Thai's Write .. 

K Index ... 

K Spell ... 

K RdrcE ............ 

K Index ... 


RRP Our Price H ACCOUNTS 


39_0s 

79.95 
06-05 
i23.d0 

19.95 
19.95 
19.03 
19.95 


29.95 

59.95 

74.95 
96.75 

14.95 
14.95 
14.95 
14.95 


RRP Our Price H EDUCATION 


1 DESKTOP PUBLISHING 

RRP Our Price 1 

□e&kiop F*n?iishsr 1ininilininininiliri 

65-5* 

74.65- 

FlDBrt Slrairt ..... . 

las.W 

63-75 

Page Stream ____... 

171.35 

145.0 b 

DATABASES 

RRP Our Price 

K Data ....... 

49.95 

37.45 

Data Man FroFesal&nsI ..... 

69.95 

52.45 

Supertssee Personal .. 

99.95 

74,95 

Soperbeee Proieeason .... 

249,95 

107,45 

SPREADSHEETS 

RRP Our Price 

K Spread 1 .... 

24.93 

1B.T3 

Mins Office Spread .... 

24.93 

IS.75 

K Spread II ..... 

59.95 

44.95 

K Spread III ... 

09.95 

67.45 

GRAPH ICS<Sta1iElicall 

RRP Our Price 

Mini Office Graphics ...... 

24.3^5 

1 8.75 

K Graph II.... 

39.93 

39.95 

K Graph III ... 

49.95 

37.43 

STGS 

RRP Our Price 

5TOS Language ....■ 

29.95 

22,45 

ADD ON MQDULES'- 



STOS sprues 500 .... . 

14.95 

11.25 

STOS compiler ... . .. 

19.*5 

14-95 

&TOS Upeslro ..-..... 

64.95 

18-75 

STpH Mr^slro Plija .. . 

59-95 

53-45 

1 UTILITIES 

RRP Our P7fC**J 

Sprite Master .. 

24.95 

18.75 

Hybfl Swllch ..... 

29.00 

21.75 

K-3wticn ii ..... 

2695 

22.45 

UOIItlea PIub ..... 

29.95 

22.45 


Home AccnunlL _ 

Sage AccounlanL . 

ASH ttlra .. 

ASB Cash ..._... 


LANGUAGES 


24.95 10.75 

171.25 128.50 

11 4.94 88.20 

(10.44 60.23 


RRP Out Price 


Hyperpainl 
Qua ilium Paint Bft* 
Flail r Pd lill 
Quantum Paint Pro 
Trip a Tran 
Spectrum 512 


24.95 

24.95 
34.90 

34.95 

34.95 

59.95 


18.75 

18.75 

26.00 

26.00 

26.00 

44.95 


RRP Our Price 


Fun School2 U uder 0 .... 

Fun School 2 6 to 0 ........ 

Fun School 2 Over fl's- ... 


19.95 

1.0.95 

19.95 


14.95 

14.95 

14.95 


RRP Our Price 


€ Breeze (C Edllof) .... . 

HiSoUPower Beale .. 

Fast BaeN; (Dish) ... 

HiSoh C ..... 

24-95 

39-95 

44.55 

45.95 

15.75 

39-85 

33-65 

37.45 

□evpiac 2 AE^fl-mblo-r ___ 

53.95 

44.05 

Fast Biasckc (ROM) _ 

00.90 

87.45 

Pro Pascal ___ 

90.95 

74.9S 

Pro Fortran ...... 

Mark Williams C ... 

120.05 

120.00 

97.45 

96.75 

MUSIC 

RRP Our Price 1 

Music GonB!P , U£UOfl Kit • ..... 

9,6S 

7-45 

Dlgl-dium....... 

K-MUneSfel 2 .. 

24-9S 
29,6S 

10-75 

22-45 

Pro Sound Deel-gnef . 

49.55 

37-45 

Waelerseund 1 Sampler .,r. a r.„-.r.,r.,r.,. 

EZ TrgcK plus . 

15 Digitiser Sampler 

34-95 

B5-0O 

39.35 

79.05 

1 45.UU 

35-00 

43.75 

52.45 

53.35 

100.75 

RepIflyA Semplnr ..... 

EZ tacorc Plus ...... 

Edit Track Sequencer .. 

109.M 

149.00 

Slc-lnbcrg Pro 24 ..... 

205.00 

2G0.Q0 


COMMUNICATIONS 

RRP Our Price { 


Mini Office Comtne , 
K Comm 2 


........ 

24.95 18-75 

29.95 26,45 

| ART 



RRP Our Price | 


3D Pool ....._.... 10.06 14.95 

Airborne Ranker 2-1.95 iB.75 

Archlpeligos .. 2-1.96 10.75 

A si cm hi 19-65 14-95 

Salmon _.____...... 19.95 14.95 

Battle Chesa.. 24.94 10.75 

BHlanceof Fewer igw . . 34.99 16-75 

Bathchawkii 1942 . 24.99 1&.75 

Bloodwych ...... 24.99 10.75 

Carrier Command . 24,95 18.75 

Coleseue Chess X ........ 24.99 18,75 

Corraplion , n?ninrnmn>n , nrnrnri9n , ni 24.$? 1$.75 

Dragon Ninja. . 19.95 14.93 

Dungeon Master u■ u■ u■ u lj. u j u lljl lj l 1 24.90 18.75 

Elite.....„. M .. 24.99 18.75 

Fed ol Fnee Triers . 29.95 22-50 

Forgoltcn Worlds ..____ 19.99 14.95 

FI 6 Com&at Pilot .. 24.95 16.75 

Falcon .. 24.05 15.75 

Tiauntlct H 19-96 14.95 

Honda RVF . 24.99 10.75 

Hoatafpea . 24.05 IB.75 

Kenny DeloUsh Soccer .. 16-65 n,95 

Kick OH .... 13.99 14.95 

Kull 24.95 10.75 

Licenced to Kill .. 19.99 14.05 

M| crop rose Soccer . 24.65 10.75 

Upcral Ipn Well 19.05 14-95 

PhoblA . 19.93 14.95 

Populous .. 24.95 10.-75 

Rohocop ..-...- 16.65 14,65 

Running Man . . 16-85 14-55 

Voyager _ 19.99 14.93 

Vindicators .................................. 19.95 14.95 

Weird Dreams .. 24.69 18.75 

Hols_ 19.30 1 4.35 

Xenon U . 24.99 lS.fi 


Can’t find what you want? Then send for our FREE catalogue listing hundreds of ST software and accessories or give us a ring. 
All prices include VAT and postage in UK Overseas add 75p per item (EEC countries! or Cl per item (non EEC) 

Make out cheques or PO's to GM0CC Credit card sales - ring (0742) 326533 


A ATARI ST SUPERDEALS A 


520 STFM POWER PACK £ 359.00 

inc VAT and Naif tfay Oafivery 

Power Pack includes: 

* 520STFM 512K Keyboard with built-in 1 Megabyte disk drive and TV 
modulator 

a- Over £550 mm cf games software including Outrun, FI-Type, Super 
Hang-On, Space Harrier, Afterburner and 15 olher games 

* Organiser Business software including WORD PROCESSOR, SPREAD¬ 
SHEET and DATABASE 

* Fiisl Music and First Basic Utility software 

* FREE JOYSTICK! 

* AH leads, manuals PLUS MOUSE and free mains plug! 

REMEMBER! Many ST'5 da net came with BASIC, 
ours came with ST BASIC REV D by Metacomco 


1040 STFM MIDI MUSIC PACK £ 439.00 

includes 1 Meg 1040STFM keyboard & PRO 12 Midi Music software 


1040 STFM BUSINESS PACK £ 439.00 

Business Peek includes; 

* Atari 1B4USTFM Keyboard with 1 Meg memcry and 1 fit Eg built-in disk drive plus 
IV imduiaior 

+ £3B5 worth of Business software including MICROSOFT WRITE ward processor 
I£150), SUPERBA.&E PERSONAL Balabase {£60), VIP PROFESSIONAL Lotus 1-I-J 
Spreads Heel clone (£1M| and M&lacQmcD iasit (£25) 

* All leads, manuals and mouse 


MEGA 1 BUSINESS PACK £529.00 


520 STFM EXPLORER PACK 

As 52QSTFM Superpack tat witti oniy one free game amf no joy stick nr Organiser 

£269.00 inc 
PRINTERS 


Citizen 120D inc lead . . .... £159.00 

Star LC10 inc lead ........... £169.00 

StarLCIO colnnrinc lead .... . .... £213.00 

Star LC24/10 24 pin inc lead ...... £279.00 

Selkosfta 9 pin NLQ Inc lead ....... £139,00 


The new MEGA 1 ST computer features a smart separate keyboard and sysiem unit 
and includes all Hie business software listed lor our 1040 Business pack 
Inc. SMCI24 Mann monitor £628.00 


MONITORS 

Philips. EB33 Coloui monilcr inc lead ... £229 DD 

Atari SC1224 Colour monitnr inc lead .. £249.00 

Atari SM124 Monn monitor inc lead .......... £104.00 


DISK DRIVES 

Atari SF314 1 Meg Inc lead . £139.00 

Ciimana C5A3541 Meg loc lead ..... £ 99 95 

Atari Msgalils30 Msg Hard Disk. ...... £449.00 

NEC 1 Meg inc lead ...... £89.95 


CREDIT CARD ORDERLINE 0908 378008 ® 

To order; either call the credit card order line above wilh your Access/Visa credit card details or make a cheque/PQ payable to Digicom Computer Services Lid, 

and send it with your order to the address below. We've moved to larger premises - Callers most welcome! 



DIGICOM 


Unit 36, Wharfside, Fenny Stratford, MILTON KEYNES MK2 2AZ 

All prices include VAT and next day delivery by courier 
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TOTAL 

ECLIPSE 


F or reasons too complex 
to explain here the last 
of the Pharaohs built a 
shrine to Ro. the Sun God. into 
the apex of a giant pyramid. 
He then placed a curse an it - 
anything stopping the sun's 
rays shining an it during day¬ 
light hours would be totally 
destroyed. So tar nothing has 
happened, but at 10 o'clock 
today, 26th October 1930, a 
total eclipse of the sun will be 
visible from Egypt. Horrors! This 
means destruction of the 
Moon, which In turn will cause 
unspeakably nasty things to 
happen fa the Earth. Some¬ 
one must break the curse by 
destroying the shrine. 

You've just landed your clap 
ped out biplane next to the 
pyramid. Equipped only with a 
gun, torch, compass, bottle of 
water, and a wristwatch which 
tells you it's already 8 o'clock, 
you have Just two hours to 
save the world! 


The Pharaoh was 



a cunning old 
devil - he mode 
the route through 
the pyramid to 
the shrine a really tough one. 
You have to negotiate a com¬ 
plex multi-level maze of cham¬ 
bers, corridors, and stairs, with 
the way frequently blocked by 
massive stone barriers, de¬ 
cidedly unfriendly mummies, 
and vicious booby traps. He 
must have employed some 
pretty slick engineers too, 
judging by the way some of 
those stone doors, barriers, 
and traps operate, and by the 
presence of what seems to be 
ancient Egyptian teleportation 
technology! 

The program uses Incentive's 
Freescope 3D graphics sys¬ 
tem. This gives a first-person 
subjective viewpoint of your 
surroundings, allows you free 
movement in three dimensions 
through those surroundings. 


and provides a greater feeling 
of personal involvement. The 
3D graphics aren’t particularly 
detailed, but the frame 
through which you view them 
is - it's inscribed with lots of tiny 
animated hieroglyphics* 

You have two hours of real 
time to find the shrine, but a 
save/restore game facility 
means you don't hove to 
complete the quest at one sit¬ 
ting. Succeed and you're hon¬ 
oured by a rather tame fire 
work display. Fail and you'll 
witness tho Moon's rapid but 
spectacular demise, presum¬ 
ably caused by the Pharaoh’s 
ancient Egyptian $upermega 
particle beam blaster! I never 
knew ancient history could 
provide such fun! 



FACTS 

Title: 

TOTAL ECLIPSE 

Publisher: 

Micro Status 

Price: 

£24.95 

Reviewer: 

John S Davison 


SIGHT & SOUND 


Unusual solid J£> graphics using 
first-parson subjective view¬ 
point, Good atmospheric music 
ones sampled sound effects 


GAMEPLAY 


There's something here for 
everyone - arcade adventure , 
puzzle solving, and even some 
shooting for the trigger happy f 


VERDICT 


An absofbtng garfie built on □ 
crazy scenario , with 

enough variety and challenge 
to hold your interest for some 
rime 



FACTS 


Title: QUEST FOR THE 

TIME-BIRD 

Publ ish er: Integra mes 
Price: £24,95p 

Reviewer: Damon Howarth 


SIGHT & SOUND 


Graphically stimulating action 
and excitement everywhere t 
aurally patchy varying from 
highly effective and evocative 
to fairly ordinary 



QUEST FOR 
THE TIME-BIRD 



I t is time to don your Gallic 
sword and wield some 
graphic sorcery. This game 
is based on a popular French 
comic book which does not 
seem to have made it's way 
over here, more's the pity, 
and is an icon driven adven¬ 
ture similar in style to the ill- 
fated Passengers on the Wind 
The task is fairly simple os 
stated, recover o magic book 
and discover the Tune-Bird in 
order to stop the resurrection 
of the ultimately evil wizard, all 
of which is repeatedly de¬ 
scribed at the start of the 
game in wonderful pictures. 
The player ultimately controls 
four characters although only 
two, Bargon the retired knight 
and the robustly proportioned 


Roxanna daugh¬ 
ter of the witch 
Mara set off on 
the quest. 

Control is by 
clicking on the various char¬ 
acters which opens up the 
numerous option Poxes either 
of possessions or speech. The 
system will be recognisable to 
those who played the Passen¬ 
ger On the Wind games 
although the whole manage 
ment is better, The travel to 
different lands is handled by a 
mop screen which is control¬ 
led by on old man with a fussy 
pointer but on the whole it 
works well. Surprisingly this is 
not so much a hack and slay 
adventure but one more 
suited to diplomacy and cor 
reef choice of multiple selec¬ 
tion dialogue boxes, Death 
can come easily but it is in 
fact possible to finish the 
game with only one survivor. 


not think it will threaten even 
Kylie but it was quite accept 
able for the job in hand. 

One distressing note is that 
the game is supplied on dou¬ 
ble sided disks, this Is not im¬ 
mediately noticeable and it Is 
not until half meg machines 
stop in mid event that there is 
a hint of any problem, which 
can prove frustrating to those 
with single sided drives. Furth¬ 
ermore it likes to boot from 
drive A and therefore even 
those with external l meg 
drives may have problems. 

The great saviour of the 
game is the superb comic 
book art work. The whole ex¬ 
perience feels like ploying in a 
good quality comic with detail 
being the prime feature and, I 
suspect, offering a taste of live 
inter-action for those who 
actually know and love what \ 
believe to be a popular 
French comic strip. 
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BATTLETECH 

THE CRESCENT HAWK’S INCEPTION 


I n the beginning was BattleDroids - a 
fairly primitive little war game which 
involved two players simulating a 
fight between two giant robots. Four or five 
years later you will now find shelves full of 
FAS A Corporation’s extremely successful 
and popular BattieTeeh board game mate¬ 
rial in your local games shop - boxed sets 
of war games covering BattieTeeh, 
CityTech. Aero tech, etc. plus RPG manuals 
such as MethWanior, with many associ¬ 
ated scenarios, detailed manuals of the 
five Houses which are warring over the 
galaxy over 1000 years in the future, a 
regular magazine (BottleTechnoiogy) de¬ 
voted entirely to BattieTeeh and its spi¬ 
noffs, and even a manual detailing all the 
regimental paint schemes for your minia¬ 
tures! 

Now at last, thanks to Infocom and West- 
wood Associates, you can play BattieTeeh 
oil your ST. F.nough information is pro¬ 
vided in the manual to set the scene, and 
you can enjoy the game without having 
played any other BattieTeeh games. 

You are Jason Youngblood, 18 years old 
and just about to start your training as a 
BattleMcch operator. A BattleMech is a 
giant robot - 10 to 12 metres tall and 
weighing 20 to Z5 tons, bristling with las¬ 
ers, missile launchers and guns. You sit 
inside and control it! 

There are three main phases to the game. 
In the first phase you undertake a number 
of training missions and learn how to 
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BATTLETECH 

Infocom 

£24.99 

John Sweeney 


manoeuvre and 
fight in your Bat¬ 
tleMech. A large 
window shows a 
bird's eye view of 
the local terrain 
and the enemy. 

You use the mouse 
to select menu op¬ 
tions from another 
window. These 
allow you to direct 
your movements 
and target each of 
your weapons on 
an enemy 'Mech 
or person. You can 
dynamically tailor the game options to 
allow you to see all the ''Mechs moving 
and firing, together with short cartoons in 
a small window showing some of the bat¬ 
tle action in close-up, or you can suppress 
all or any of that cmd just sec the results. 
In between the training missions you can 
explore the city and invest your money - 
be wise with it - you will need some 
armour and weapons if you hope to sur¬ 
vive phase two! 

Your training is abruptly cut short by an 
enemy attack on the planet. In the second 
part of the game you will need to use your 
newly acquired skills for real to survive in 
this now-hostile world. You have to ex¬ 
plore the whole planet (fortunately the 
game keeps a very nice map of it all for 
you!) to find friends, weapons, and 
BattieMechs, With enough money 
you can get your 'Mechs modified to 
include more armour and weaperns 
and make you and your friends a 
really lethal battle force. Your prime 
abjective is to find a hidden Star 
League cache of ButtleMechs and 
spare parts. 

When you finally enter the cache 
the third phase begins ■ solving the 
puzzles of the cache to finally un¬ 
earth the BattleMechs, This is a nice 
addition to the game, requiring you 
to explore a large underground 
complex and find all the right codes 
to open the doors, plus solve a few other 
little puzzles as well. (Again, the computer 
is very friendly and makes a map for you!) 
I he whole game is mouse driven and very 
easy to play. As well as all the fighting, 
you will need to explore thoroughly in 
order to acquire a few artefacts that you 
need and to enlist same friends, without 



'a complete 
departure for 
Infocom ' 


whom you will never succeed - but don't 
trust everyone. There is lots of text to en¬ 
hance the storyline, plus the occasional 
decision to make - usually in the form of a 
question to which you reply by pointing at 
either YES or NO with the mouse. 

You will also need lots of money and 
there are plenty of ways to acquire this: 
you can fight in the arena, or wander 
round the countryside stomping on enemy 
'Mechs - salvaging what you can if you 
have the right skills, or you can invest it in 
the local equivalent of the Stock Exchange! 


it 


GAMEPLAY Excellent - once 
you get used to the controls you 
can have some superb fights 
leads you nicely through the 
various quests to the endgame, 
with plenty of variety along the 
way 

GRAPHICS - scrolling land¬ 
scapes, animated fight scenes , 
graphical status reports on your 
Mech - lots of good stuff. 

SOUND - minimal, but adequate 

VERDICT - a complete departure 
for Infocom - good fun - well 
worth having a look at # 
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5f GAMES ... ST GAMES ... ST GAMES... 

^_THE ROUNDUP.^— 

With so many ST games being relesed it is impossible to 
review them all so here John Davison jar and Damon 
howarth present a roundup ot all the others received tor 
,i review since the last issue for. 


CRACKED 


ATARI Price €19.95 


playable game with some very nice touches 
One of tt-io&e which requires- lust one more go 1 

Jb 


putcr version is idea! to* when there is nobody 
else about to play. An excellent reproduction 
of one of the oldest games of skill and chance. 

JD 


Cracked is □ different sort of game in so far as 
it is a shooting gallery type of enterprise, The 
players jab is to defend batches of eggs from 
various marauders on five different screens. A 
bonus section involving egg throwing at a roos¬ 
ter appears at fairly random intervals and is 
□tea great fun. 

This game is basically light weight and created 
for fun, and as such if succeeds admirably. 

There is no plot as such and it feels like a day 
at the fair. The graphics are fun and there are 
several visual puns along the way, □ limited but 
enjoyable effort. 

SIGHT & SOUND: Not a lot of sound except for 
gunshots, the sprites are very good and the 
transformations between live and dead target 
are amusing. 

VERDICT: Very easy to understand, shoot 
marauders, catch falling eggs and enjoy your¬ 
self, everything is simple, well implemented and 
great fun. Not a gome for prolonged play but 
one to come back to regularly, a refreshing 
change from scrolling gomes, worth having to 
unwind after a bod day at work. 

DH 


GO-MOKU/RENJU 


Atari Price £14.99 

Variations on an ancient classic oriental board 
game, sometimes known in the West as five- 
in-a-row. it's played an a big square ruled 
board with counters, and is great fun to play if 
you enjoy th*s style of game. 

SIGHT AND SOUND: As with Backgammon there 
is no sound and the graphics are very simple in 
appearance. being just black on white. 
However IT is presented tidily and is. by no 
means offensive to the eye. 

VERDICT: A very good implementation of an 
Old favourite. However the presentation could 
be o little more ‘interesting' Overall it's good, 
but could be better. 


SILKWORM 


VIRGIN GAMPS 
Price £19.99 



A shoot 'em up for two wherein the player's) 
control a helicopter and a jeep in a horizon¬ 
tal scrolling game trying to blow up myitadS | 
of enemies and gaining bonuses on the way, 
The end of each level has □ specialised 
difficult war machine to destroy and there 
ate mighty snake-like Helicopters to kill on 
each level ter weapon enhancements. 

The sprites are well controlled and the leap¬ 
ing jeep vs o wonderful sight to see. Fast and 
furious and it is even possible ter one player 
to control both machines with one joystick. 

SIGHT A SOUND; Loud effects and strong 
tunes Tun through the gome the graphics 
are big. brash and smooth everything odds 
to good effect. 

VERDICT; Fast and wild, never a moment to 
take a bream and the joystick needs to take 
a pounding, a good arcade conversion,. A 
great shoot 'em up especially If you hove a I 
mote to help you. Sometimes a little clut¬ 
tered otherwise worth getting. 

DH 


DOMINATOR 


System 3 Price £24.99 

A vertical, and in places horizontal, shoot 'em 
up game which is difficult to get into. Game- 
play is fa : rly intense although it hos this 
annoying habit of sending you back to the 
beginning of the level when you die. 

SIGHT AND SOUND; The music on the title 
screen is superb! Sampled keyboards, drums 
and powerful guitars thump out a catchy tune. 
The graphiesare also impressive although they 
could be better in places, as could the 
scrolling. 

VERDICT: Too SLOW! Looks good, sounds good, 
plays eORJNGl Needs to be more exciting for 
me to rate it as a superb game, However if you 
like this style or gome there aren't many 
around that are better. Personally l prefer the 
shoot 'em up style of Gridrunner. 

JD 


GIANTS 


us GOLD Price £29.95p 

A compilation containing four games on six 
angle sided disks. Outrun. Gauntlet |i. 1943 and 
Street Fighter. These are all competent arcade 
conversions with all the US Gold hallmarks. Be¬ 
ware of Gauntlet if you have a printer connec¬ 
ted to the printer port since the software 
assumes the printer Is a third or fourth player 
interface and messes up the game a bit. Most 
of these games will be available in the next 520 
bonus pock. The set represents good value if 
your collection is short of some of these 
'classics'. 

SIGHT & SOUND; Generally good. Gauntlet and 
Street Fighter score well on both while 1943 
disappoints a little. 


SAVAGE 


Firebird/Microprose Price £19.95 

An esreade style scrolling game in three stages, 
where you play the perl of the muscle pour’d 
warrior ’Savage' on a mission to rescue his 
maiden from the clutches of evil. It '5 one of 
those very addictive gomes with plenty of 
shooting! 

SIGHT AND SOUND- Graphics are of very high 
qualify. They are large, colourful and very well 
animated. Sound is ato good, consisting of a 
catchy background tune along with some 
obscure spot effects from time to time. 

VERDICT: Very good! A nicely presented end 


BACKGAMMON 


Atari Price £14.99 

A brilliant conversion ot the classic beard 
game which allows you to ploy at several diffe¬ 
rent levels of difficulty. Highly addictive and 
very, very playable either against the compu¬ 
ter or against another player 

SIGHT AND SOUND: Your average board game 
doesn't make a lot of noise, and neither does 
this computer version. Adds to the realism I 
suppose!' The graphics ore bold and more 
Than adequate for what is needed. 

VERDICT: I love The board game, and this coni- 


VERDICT: Nice to see a compilation of decent 
games, if you are short of a couple Of three 
then it rs well worth It for the archives. Good 
value Tot money. 

DH 


FINAL LEGACY 


ATARI Price £19.95 

Yet another Atari release, a sort of multi stage 
wargame. There is a lot going on in this- game, 
it is your task to blow up opposing navies and 
their missile bases. It is also your job to stop 
enemy missiles falling on to your cities with the 
spy in the sky loser. All this is accomplished from 
the mom screen menus which launch the play¬ 
er into a variety of sub games. The pace is fast 
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but somehow the whole thing only partially 
caught the imagination. 

SIGHT & SOUND; Graphically well coloured Out 
blocky, nothing special and the sound Is limited 
to spot effects, again possibly an eight bit con¬ 
version, 


VERDICT: The game felt ponderous although 
plenty went on, the missile protection section 
felt like Missile Command proficienlly coded 
but lacking "feel". There is nothing that i& poor 
obout it but nothing to raise it above 
mediocre, try before buying. 


DH 



Atari Price 


SI 4.99 


TEMPEST 


A straight conversion qf the ancient arcade 
game which used o colour vector graphics 
screen. 

SIGHT AMD SOUND: The action is mcredibty fast 
and i he graphics do not flicker or judder in any 
way. The sound is, to be quite honest. DREAD¬ 
FUL and does nothing to enhance the 901 ™ at 
all. 

VERDICT: Very often it is g bad move to convert 
a gome of this type to a honne computer, and 
this particular version of Tempest is proof of this. 

I loved the original, but this version bored me a 
little as the magic ingredient which mode the 
arcade machine so special seems to be 


SKYFOX II 


Electronic Arts Price £9.99 

Space age 'through the cockpit' shoot 'em 
Up. You perform different missions to destroy 
the evil forces. Nor me most anginal idea, nor 
the most playable game. 

SIGHT AND SOUND: Graphically the gome has 
a very 'chunky' appearance and does nor 
show any of the ST's capabilities. The sound is 
also decidedly unimpressive. 

VERDICT: The original wasn't much good and 
this sequel mokes no major improvements 
whosoever. Presentation is poor and gome- 
play is dull. Even though it is □ low cost release. 

I cannot really SQY that it is value for money. 

JD 


BATTLE CHESS 

Electronic Arts £24.95 

John S Davison discovers 
a new way to play an old game 

Do you mi nit chess games ore boring and couldn't possibly interest' you? if soJ 
take a look at Bottle Chess and there's a good chance you’ll change your mind 
otter seeing it In action, 

Vou probably wouldn't alter your opinion ti you saw the game in its two 
dimensional graphics mode This displays a very ordinary looking 2D chess board 
and pieces, with which you can ploy straight, gimmickless games of chess 
Choosing the 3D option, however, should do the trick as it transports you into a 
completely different world of chess The boarc takes on the appearance of a 
veined marble stab and the chess pieces become exquisitely detailed three 
dimensional medieval characters- - and they've a few surprises in store for you. 

Choice of graphics mode Is made from the game's option menus, which are 
normaliy hidden from view However, when the menus are activated two cherubs 
with wings aflutter descend from the top Of the screen, unrolling fancy 'QSSellea 
menus as they go. Most of the usual computer chess game options are here, for I 
example board setup, skill level setting, game load/save, etc., moking the orog- 
ram suitable for use both by beginners or more expert olavers. 

After indicating your move using the mouse some rather interesting things star 
to happen. The selected piece comes to life and WALKS to the chosen destinaf on : 
square, using some of the best animation and sampled sound effects I've met 
in a tong while. Each type of chess piece has its own style (and sound) of moving, 
tor Instance the Kniglr stomps anc rattles along In his armour, barging post 
anyone in his path. And ?he woy the Queen seductively sways her assets as she 
glides across Ihe board is o minor masterpiece of animation! 

The real fun starts when "he destination square is already occupied by another 
piece and has to be captured. The two opponents position themselves in me 
disputed square and battle it out using whatever weapons, magic, or sheer brute 
force they have at their disposal. Each combination of two pieces results in a 
different type Of fight so you get to see a wide variety of superbly animated 
action sequences. Most of them are amusing to wctch, some hilariously so, but 
one or two are somewhat on the gory side, The sampled battle sounds are good 
too, although again some are rather too blood-curdling for my liking. The out¬ 
come of each battle is never in doubt - the attacking piece always wins, as you'd 
expect. 

Overall. Battle Chess is an entertaining and enjoyable game, but unfortunately 
the animated movement and battle sequences slow oown the real chess option 
and play havoc with your concentration. They could also become tiresome once 
the initial impact wears off. but you'll have great fun until it does, though! 


GAMEPLAY: The standard game of chess with the added options of two 
players with connected STs or via a modem and a rather expensive phone 
bill! 

SIGHT & SOUND: Superb animation of the chess pieces bringing a whole new 
dimension to the game. Sound Is mostly sampled and used to excellent 
effect 

VERDICT: because of it's 'non-standard' animation I think this one is more 
likely to appeol to the newcomer to chess rather than the serious or 
experienced player, who d be better off buying something like COS'S 
superb Colossus X 
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COLUMN 


Peter Hickman 
brings you the 
first of your 
contributions 
plus a Scrolly 
Message Editor 
and Slide Show 
all of which can 
be typed in with 
STOS Basic 


n the last Issue I did not have a 
chance to outline the genera! content 
of this STOS series, so at the moment 
this column does not have a fixed format,, 
in some issues [ will Fill three or four pages 
with a tutorial while other issues will con¬ 
tain programs with □ small breakdown of 
each iio everybody can study and learn 
from them. 

A small problem will be the length of the 
programs published, 1 have written lots of 
programs that are far too long to include 



3* dim BUFF i 32 J 
32 BUFADR“ v4r p L r < BUFF [C ) 

13 r»m #*** ****** fit AD DATA IftTQ & STRING READY FDR XBIOS CALl_ **##***■*# 

14 iar X-D tn 127 
Jfc read BUFDPTm 

30 p aka BUF ADR +■ X , BUF DAT A 
40 wk t X 

r am ********** KEYBOARD TABLE DATA SLOWER CASE GNlY> **«*«<<! 

42 data 0,27,4^,50,51 ,52,53,5* 

44 data 

44 data 113,119 T 101 1 114 f 11i,L21 1 117 f 105 
40 data 111*112,7l t ?3,13,0,4?,113 
3* data 100.1*2, 103,3,04.104*, *07*100,57 
52 data 3R t 94 ,0,35, 122,120, ??, 110 
34 idat* 70, f IO, 107,44,4*,47,0,0 
54 data 0,32,0.0,0 T 0 + 0,0 
□B data 0*0,0,0,0*0,0,0 
40 data 0*0*49.,*, 0*0*70** 

42 dat* 0-0,0, 127,0,0-,0,0 
*4 data 0 T 0,0,0,0*0 T 0,0 
=46 data 72 ,0,0, 45*44 .47 ,4B,55 
60 data 36,a?,32,33*34,4*,*0,31 
70 data 4G,42,13 h 0 + 0,0,0,0 

72 data 0 + 0 p 0,0,0 t 0 + 0,0 

73 r*a ********** CALL XBIDB AND SET UP NEW KEYBOARD ********** 

74 trap 14,1ft, .i BUFADR, .1-1* .1-1 

74 Gift 

1171 ram ********** RESTORES ORIGINAL KEYBOARD LAYOUT -********** 

1172 trap 14,24 


000 

E 

IzMik 


+ 

bii 


000 

I 

a 


DEFAULT KEYBOARD 
LAYOUT 


A 


c 


7 

ft 

'd 

¥ 

4 

k 

& 

y 

1 

i* 

3 

1 E 

H 
T 
’ E 
R 

« 

IE 


MODIFIED KEYBOARD 
LAYOUT 


Laurence Myears redefined keypad program 


in the magazine SO I in Lend to put them 
into the PAGE 6 PD library together with 
quite a few sprite banks and fonts, Now 
this Is nice but lets face it, a whole set of 
disks filled with all these things would be 
even better, and this is where you come in. 
What I would like you to do is send me 
(my address is at the end of the article} all 
your sprites, music, fonts, games, serious 
programs, even animated cartoons and 1 
will try to include some of them in this 
STOS column, the rest will be organised 
onto separate disks and then put into the 
PAGE 6 library for everybody to study, use, 
and experiment with. Any programs that 
you wish to donate for the STOS column/ 
disks do not have to be heavily com¬ 
mented or be accompanied with an in¬ 
struction manual the size of War and 
Peace. For aii of the short programs I de¬ 
cide to include in the column I will do a 
line-by-tine breakdown, so other STOS 
users can learn how to make more effec¬ 
tive use of the commands available within 
the current version of STOS, of course what 
would be nice is an upgrade to STOS 
which allowed PASCAL like procedures 
and dynamic data structures (more on this 
subject next issue!). 


A REDEFINED KEYPAD 

Now to this issue's programs, the first of 
which is a contribution from Laurence 
Myears of Gloucester. His program is a 
small listing (see PROGRAM 1) which uses 
the XBIOS "KBYTEL" call to modify the 
layout of the numeric keypad (see FIG.l) 
to make typing in those memory banks 
really easy. 

Enter the listing as follows : 

1) Load the "INPDATA.ACB f accessory 
from your STOS backup disk. 

2) Enter PROGRAM 1 ignoring the REM 
statements if you wish, 

3) Line 1170 causes a error which is for¬ 
tunately trapped hy the program and is 
invisible to the user, but even so you 
should change it from 

for x=0 to 15:erase xmext x 
to 

for >:= 1 to 15zeroise xmext x 

4) Save the modified version of the prog¬ 
ram back onto your accessory disk. 
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KEYPAD - HOW IT WORKS 


LINE 30 dimensions a numeric array. The 
array is 32 longwords big and if my old 'A' 
level computer science teacher was to be be¬ 
lieved there are 2 words in a long word and 2 
bytes in a word, giving space for 128 bytes of 
information. 

LINE 32 finds the starting address of the 
array, 

LINES 34-40 read in the data and POKE it 
one byte at a time into the memory occupied 
by the numeric arroy BUFF. 

LINES 42-72 contain the keyboard definition 
data 

LINE 74 calls XBIOS routine number 16, the 
trap command passes the address of the BUFF 
array (contained in the BUFADR variable) , it 
also passes two -1 parameters lo the routine 
these tell it not to redefine the shifted or caps 
locked keyboard layouts. 

L1NE 1172 calls XBIOS 24, this restores the 
default keyboard layout. 

The subject of redefining the keyboard layout 
is far to long, not to mention complicated for 
this column to cover in any depth but if you 
would like some more information on this 
subject I can recommend a book called 
ATARI ST INTERNALS by ABACUS ISBN 
0-916439-46-1, it does contain a few errors 
but is still one of the better books available 
for the ST. 


SCROLLY RELIEF 

Wow, that's the serious stuff out of the way 
now for the light relief. The next program (see 
PROGRAM 2) is a simple no-frills scroily demo 
that uses no sprites or anything fancy, it 
doesn't even alter the default colour palette, 1 
hove included this demo in the column this 
month because the one l had been working 
on grew out of all proportion and once the 
memory banks had been listed it took up the 
best part of 300k! !1 

HOW IT WORKS 

LINES 110-140 define the variables that the 
text is stored in. 

LINES 170-210 create a striped screen by 
drawing eight lines (colours 8 - IS) at the top 

of the screen. They are then grabbed into _ 

TEMPS using the SCREENS command and 2 • farnlly Text Messages 

copied onto the rest of the screen. overleaf 


BTQfl SPECIAL ft #2 - BIMPLE fiCftDLLY L SHUDDER KMC 
BY P.J.ttlCimRN 


10 rmm 
20 ram * 

$0 rm m * 

40 ran * 

BO ram * 

60 rmm * 

70 ram iti##***###^^#*.*#***##*****^***************^***^*******"****”” 

60 hay dI f i hid* i aatfa 0 i cur# aff 

90 i 

100 ram ********** PUT MEM *m INTO TWO STRINGS - TEXT* AMD TEST2B 


110 TEXT*““PETE 1 5 SIMPLE SCROLLY TEXT DEMO* 

120 TEXTS*-"THIS IS A VERY SIMPLE EHEHO THAT SHOWS HOM EASY IT IB TQ PRODUCE HOME 
INTEREST3110 AND MIQHJlY EFFECTIVE DISPLAY'S IN HTCfi* THE SHUDDER EFFECT COULD B 
E PUT TO HOdD USE OH THE TITLE SCREEN OF A BARE, NO SCROLL ZONES ARE USED MAKING 
IT REALLY EASY TO PRODUCE_ 

130 TEXT2*-T£XT3*+"THIS SCROLL1N0 MESSAGE liAY NOT BE UP TO THE SAME STANDARD AS 
THE UNION DEMO BUT IT IS QUITE SMOOTH AND COULD LIVEN UP A SAME- * * - * L 

□ok: OUT OH ONE of the UFttintNG ETOE PUBLIC DOMAIN DISKS FOR A JAZZY VERSION OF 
THIS MES6A0E WITH LOADSfi COLOURS h A BIO FONT t I'M 30NNA CHEAT AND USE 
SPRITES!! 

rr } AND MAYBE A BIT OF DIGITISED SOUND,, 

140 TE:xT 2*“TEXT2* : * ,, I AM LOOKING F-OSWAfiD TO YOU* CDNTRllBUTIiDNS FOR ‘IT® ST05 
DISKS..UNTIL NEXT TIME...-* 30 

LQO«)OOaOOaOONNNWNNNKQQGSS<MM5GG 
G* 

130 i 

140 r** ********** DRAM B COLOURED LINES AT THE TOP OF THE SCREEN 


170 for- LDQF-0 to 7 1 ink S+LOOP i tJriti O f LOQP to 319., LOOP t fl*wt LOOP 
| BO ram ********** CDFY THEM INTO TEMPf VARIABLE AND CREATE STRIPES 


190 T£nF*=eer«efi* CpbyalC.O.O to 320 f 7> 

200 -Far LOOP-O t a 199 *t*p B : *cr <physic t O + LOQP>-T£MP* I n*Kt LOOP 
210 f^raaf i copy phyalc to b*ck 

22* rw, ********** "DUMB" COLOUR CYCLE WITH SHIFT COMMAND 

#***«***■« 

23* Etilft 10,S 

2*0 i 

250 rnp #***##4™ DEFINE SCROLL ZONE AND Y COORD FOR TEXT TO SIT 


240 YSTART-10 

270 dflf acral 1 1^O^y^raphicCYSTARTS to 320 ,ygraphitCYfitART+n t —* f 0 
2 BO i 

2Y0 ram ********** START MAIM LOOP FDR SHUDDER TEST PRINT 

#i-**#**#** 

300 feu- LDOP-1 to laciCTEXTtJ 

310 Icciin 4 +LdOP, YSTART i print mid*{ IE!XT* T LUdP , i> ( 

32D i 

130 ram *****44**1- CREATE A SHUDDER EFFECT WITH SCROLL UP*SCROLL &QHN 

********** 

340 boo* * -for- LODP2-1 tQ 2 s loc*t» 0 ¥ £4 ? mm.it vbi r BCCOl I up ■ local* 0,0 1 

wmit yfil 5 r □ 11 do**l i n«tct LDDP2 

350 LOOP 

360 wait 20 

370 l 

300 r hd ********** SCROLL FIRST LCT OF TEXT OFF SCREEN RAPlDLT 


390 for LOflP=t to BO i wait vbl a itroll I t n*wt LOOP 
400 % 

410 ram ********** 


SCROLL TTE.XT2# MAIM LOOP 


420 

430 LDDP-il ta 1*41 CTEXT24J 

440 tQuits 39.YSTART 1 print Aid* cTEXT2* + LDOP,1 ); 

450 i 

440 r*m ********** PRINTS At FAR RIGHT OF SCREEN AMD SCROLLS LEFI 


470 wait ^b] * Bcrnll 1 * wait vbl t scroll t 

400 oast LOOP 
490 until f*lM 
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10 r urn 
20 r cm * 

30 rcm * ELIDE 3HG« 

40 riM * BY GROG THE FROG 

50 r*m * 

60 rpm **-»-+ -i * *#-* * * *** #** ■»#** mttmi ***##n-* ***** ■ * *+#**#■#■*+*■* ** 

70 r Bmw v* -as a-cr ir*n 0 
BO key a-f -f ; hide i mnri* L 
90 QB4U3 220 

100 i 

I JO rep*«t 

120 BFEC*-D1'9*£*+ H *. : PI1 H 
1,3-0 mnrte 0 

1*0 uLi^ub 470 s t B-m «*»»«••*»* GLIDE SHOW OF ALL PI1S ********** 
i SO SPEC*=rD S SK t* " *. NEO 11 

160 gci^.l> 470 S ^ b# ELIDE SHOW OF ALL NED'S ********** 

170 5FEC*-DISK**"*.FI2 H 
160 mode 1 1 

190 gemub 470 * r»m *#***#*#*# ELIDE 5HCH# 0^ ALL FI2'5 ********** 

200 until fain* 

210 i 

ZZ0 r Bm DET CHEGCE DF DRIVE ********** 

230 TE5T-0 
24 0 shNDH 
250 mod* 1 

260 m l ndapan 3- 4 i 4 ,j 0*53 + 5+4 
270 eur* aff 
2B0 h! ndnw 3 

290 print s print u START THE SLIDE GHQU DN WHICH DRIVE?" 

300 *1=33 i Yi*P s *2=3 ¥ v2^3 

3 10 Ut idii* l,Xl«B t Yl*B to tX2*X11*H f «Y2+Y1JBH 
320 wmdop«n I+K1 +V1 +XZ,Y2+4 
350 print i print " ft "1 
340 ?!1-p42 * X2^5 

330 »t ion* 2 h X1*fl,Vl#6 ta <X2+Xn*H, <V£+Yl>*fl 

360 Windapitn 2 T K1 t Yl p X2 f Y2.4 

17 0 cun a4 f 

1B0 print s print 11 B"j 

190 rsp*#t 
*00 TEST-iort«<0> 

410 until TEBT>0 *nd mausa Jc«y™S 

420 i* TEST-X tti*n DI9K*-"Al*1** D l SK*= H &* \“ 


410 dm 

440 h-irfB 
430 r*turn 
460 1 

470 rBA ********** SLIDE SHOW BIT ********** 

460 fiRT*-dir fir »t 6 CSPEC#+ - S i 
490 Milt* ART*0- - 

500 ga»ub 550 1 rtf* ********** FADE FICTLKE IN AND OUT 

510 ART*-dir n^U 

320 wn i 

550 return 

540 x 

330 r*# ********** FADE PICTURES IN AND OUT *•+**###*# 


560 tlBir k*y 
570 cur*, dff 
3SQ cl* B 
5?Q laid ART#,S 
600 fad* 5 
610 Htfit 15 

620 icritd copy a to phytic 
630 fad* E to 0 
640 2SO 

630 if ink*y*0 H “ th*n tuit t*y 
660 return 


Try playing with the STEP command in 
line 200. 

LINE 230 uses the SHIFT command to 
cycle colours 8-15. I have described this as 
'dumb' because the command isn J t flexible 
enough. A vast improvement would have 
been made if the commend allowed you to 
cycle various colours out of sequence, for 
example cycling colours 8, 10, 11, 14 is 
impossible. The routine I wrote to cycle 
Colours using FLASH is much more flexible 
(see lust issue), 

LINE 270 defines the scrolling area. 

LINES 300-350 prints the text in the vari¬ 
able TEXT! and makes it "shudder', this is 
a simple effect which can be seen in quite 
a few 8-bit Atari basic games. The effect is 
achieved by positioning the cursor at the 
bottom of the screen and using the 
SCROLL UP command, this creates a new¬ 
line at the bottom of the screen and 
pushes one off the top. The SCROLL 
DOWN command is then used to do the 
opposite. 

LINE 390 moves the text off the screen 
quickly. 

LINES 420-480 prints a single character 
at the far right of the screen and scrolls 8 
pixels left, the next character is then prin¬ 
ted and is once again scrolled left. 

LINE 490 is the end of the repeat loop 
and mokes sure the text is printed from 
the beginning over and over again. The 
logic behind the UNTIL FALSE command is 
quite simple and is easily explained with¬ 
out going into binary mathematics, the 
statement is a short version of saying 
UNTIL FALSE=TRUE and because FALSE is 
a reserved word and doesn't change its 
value FALSE can never equal TRUE! 

A QUICKIE SLIDE SHOW 

The last program (see PROGRAM 3) is one 
that was written by a friend of mine who 
wishes to remain anonymous but goes by 
the name of Grog the Frog, it was written 
as a bet in two minutes flat! That probably 
explains the sloppy way it was put 
together, still it's quite functional. It is in 
fact a slide show and can be very handy, 
especially if saved as an accessory. I use it 
quite a lot when programming in STOS 
because I can never remember what I have 
called the picture files l may be currently 
using. 

HOW IT WORKS 

LINES 70-90 reserve a temporary screen 
and erases any junk on the current physic¬ 
al screen, 

LINES 110-200 make up the main loop, 
the file search specification is put into the 
the variable SPECS and then the program 
jumps to the loading routine. This is repe¬ 
ated separately far NEC, PI 1 and PI2 
pictures. 

LINES 260-290 open a window and ask 
the user which drive they would like the 
program to search. 

LINES 310-360 set up the two zones and 
windows which will contain the drive A or 


B selection. 

LINES 390-410 wait for the left mouse 
button to be pressed in one of the zones. 
LINES 480-510 get the names of the pic¬ 
tures to load using the DIR FIRSTS and the 
DIR NEXTJ Command. 

LINES 560-590 clears memory bank 8 
and loads a picture into it. 

LINE 600 Fades the physical screen col¬ 
ours to black, 

LINES 620-630 copies the picture in bank 
8 onto the physical screen and fades all 
the colours to those stored in bank 8. 

LINE 650 - if g key is pressed this line 
pauses until another keypress is detected 
thus keeping the picture on the screen. 

See inside front cover for 

READERS OFFERS 
on STOS BAStC and 
other STOS accessories 


NEXT TIME 

So that's all for this issue, and if all goes 
well next time I will be bringing you a full 
report on the STOS support given by Man¬ 
darin at the PC show, a few more Listings 
than this month (well at least I gave your 
fingers a rest!), perhaps a STOS game, and 
if I can get hold of a copy I will do a quick 
comparison between STOS and it's new 
running mate AMOS {yes I know it's an 
AMIGA package but I promise to have a 
disinfectant bath after playing with the 
little beastie). 

Oh before I give you my address I would 
just like to thank Laurence Myears and 
Neil Mathieson for being: the first people to 
write to me, Please remember that I can¬ 
not guarantee the immediate return of 
your disks unless you include a SAE, 
Write to Peter Hickman, at 
36 CLEVERLY ESTATE, 
WORMHOLT ROAD, 
LONDON W12 OLX 
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REVIEW 

STOS II ... 

The Accessories 


Damon Howarth tries out the first 
extensions to STOS allowing you 
to add sprites and sound and 
to compile the programs 


W hen STOS was launched many 
add ons were promised, and 
owing to the language's pheno¬ 
menal success they are now ready. The 
three items which I have had the joy of 
combining into my STOS system are the 
Compiler, Sprites 600 and STOS Maestro, 
Each of these are compatible with the sys¬ 
tem and in the case of the Maestro and 
Compiler need certain install a tion prog¬ 
rams to be run to ensure that everything 
goes smoothly, 

ADDING SPRITES ... 

Perhaps the leasl impressive package both 
in packaging and content is the Sprite 600, 
This single disk comes in a booklet type 
cover with a plastic coated Instruction 
sheet. The disk is simply what it claims to 
be and gives the owner access to several 
well drawn and animated sprites covering 
subjects as varied as Porsches to Dragons 
and submarines to spaceships. They prove 
useful to people like me whose artistic ta¬ 
lent makes creating convincing sprites 
almost Impassible- Since they are created 
in STOS formal they slot into the sprite 
banks with no problem and as the demo 
provided is written In STOS it may be listed 
to obtain other hints as to construction. 
What's more the sprites can even be edited 
in the editor provided with the language. 
On the whole a very handy package that 
can save creation time. 

ADDING SOUND ... 

Maestro Is o sound sampler package and 
the smaller edition of Maestro Plus which 
contains the hardware needed to extract 
real time samples. Sadly I did not receive a 
cartridge with the review copy and so can¬ 
not comment on that side of the software. 

It was noticeable that no dealers or com¬ 
panies were willing to comment on the 
compatibility of other cartridges to Maes¬ 
tro. It was surprisingly difficult for me to 
make arrangements with Mandarin to buy 
the optional add on as well in fact the 
situation became so complex l gave up 
trying to buy it These problems aside, the 
software is truly remarkable, It is run as a 
stand alone program but includes an ex¬ 
tension to STOS Basic to enable the prog¬ 
rammer to insert samples into their own 
creations with no real difficulty. The 


Maestro manual also includes full instruc¬ 
tions on this and even explains the 
assembly language routines for those who 
wish to write machine code programs. 
Maestro also claims to be compatible with 
other languages that are capable of call¬ 
ing assembler routines from Basic, thus 
making Maestro of potential interest to 
users of Fast and GFA Basics. 

In the STOS tradition of borrowing parts 
of good games. Maestro allows the impor¬ 
tation of sampled files from other sources 
on disk, For example 1 transferred the 
whole of the Snowman sample from a 
demonstration disk and was readily able 
to tinker with it. One of the beauties of the 
software is this ability to take a piece of 
music or voice and twist it with reverb and 
echo to make sounds that were never 
dreaml of by the composers. 

The editing of any sample is most user 
friendly. The system shows both where in 
memory a sample lies and how much 
memory is used by the sample. This can be 
altered by clicking left and right markers 
to frame any area on the representative 
bar and the sound waves then appear 
within this portion. A magnify command 
allows very detailed study of very short 
pieces of sample and if enough time, pati¬ 
ence and listening is expended spectacular 
edits of sound may be created and saved. 
My Snowman example eventually took up 
approximately 26GK, included several calls 
for help and a redefined panpipe taken 
from the sample disk supplied. Saving the 
samples to disk is just as well thought out 
and simple and works through an easy 
menu system. I also managed to add some 
sampled cracks and zaps as suggested to 
Zoltar but mare of that with the compiler. 
The Maestro disk has a most amusing 
demo of a drum kit wherein up to thirty' 
two keys may be defined as samples of 


various pitch, tempo and style and played 
through a drum kit. The supplied STOS 
Basic written drum demo is, as always, 
fully listable and eminently tlnkerable 
with, To do this of course STOS Basic must 
be present and hove had the extension 
modifier added to it (available on the 
Maestro disk). Sadly the other demos 
needed the sampler cartridge attached and 
so I can offer no comment on them save 
saying that there is a phaser effect and a 
sort of light show effect available io im¬ 
mediately inputted sound. It is also possi¬ 
ble to set direct sampling at various 
volume rates and speeds. If you were to 
buy this utility" I would advise purchase of 
the Plus version but if you already own 
sampler hardware then the Maestro soft¬ 
ware will be compatible with samples you 
have made in that system. 

COMPILE IT 

Next on offer is the STOS Compiler. This 
piece of software contains an update far 
STOS users since it works on STOS 2.4 and 
includes the updating software. The new 
update makes floating point arithmetic at 
single precision and certain mathematical 
operations much faster. Especially helped 
are the trigonometric functions such as 
SIN and COS. At this point it Ls necessary 
to explain that 1 reviewed all these on a 
two drive 1040 and I understand from 
friends with half meg drive 520s that 
memory is tight and several demo features 
cannot be found without a one meg drive. 
The manuals fpr all these products do ex¬ 
plain this and the compiler especially has 
programs on it to maximise half meg 
memory. 

The compiler disk comes complete with a 
ram disk accessory and a formatter for 
disks. The compiler has to be installed a$ 
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an accessory and needs the whole folder of 
functions available in either the active 
drive or the RAM disk. The Ram disk acces¬ 
sory is one of the best of its kind arid is 
most friendly to set up though it seems 
that this is not practical on 520s. 

The compiler will turn any version 2. 4 or 
converted 2,. 3 STOS Basic program into 
runnable machine code, even the accessor¬ 
ies and games on the original set. Indeed 
it is now possible to run the sprite designer 
and music writer from desktop to produce 
STOS compatible sprites and sounds. This 
enables 520 owners to have more develop¬ 
ment space. The compiled versions are 
normally a great deal more compact than 
the run time versions and if compiled as 
GEM and saved as -PRG. are unavailable 
to prying eyes if you distribute them to 
friends or software companies. 

The compiler will compile to Basic allow* 
ing the machine language to he run and 
the original program to be edited although 
compiling to GEM loses this option. The 
actual compilation may be done from any 
combination of memory and disk - from 
memory-to-memory up to disk-to-disk, 
Obviously the more memory options are 
used the quicker the compilation but com¬ 
piling to disk is not at all memory inten¬ 
sive and although slower is certainly feasi¬ 
ble. To activate the compiler it is only 
necessary to enter the accessory menu and 
press the appropriate function key. This 
sets up the relevant files and puts the user 
into the very helpful front end, then so 
long as no bugs lurk Ln the Basic the 
compilation is complete. Having said that 
the compiler is very fussy and, if nothing 
else, will insist on tidy and good program¬ 
ming practice. Even the demo games on 
the STOS disk written by the creator him¬ 
self threw up compilation errors which is 
why the compile to Basic Is used first. The 
system needs module type programming, 
defined arrays and careful data statements 
but the produced code is normally error 
free and a sense of achievement surrounds 
a successfully written and compiled .PRG. 
Once again there is nothing that can be 
criticised too rhuuch, every type of machine 
in the ST range is catered for and that in 
itself is an achievement. Personally I felt 
the system needed a minimum of two 
drives although a one meg memory with 
ram disk would be as efficient. 

Programs that benefit most are those that 
rely on calculations. Not a lot can speed 
up interrupt driven sprites but try to com¬ 
pile and then play Bullet, it then lives up 
to its name. 

All in all these three pieces of software are 
masters of their kind and certainly the 
compiler is an indispensable aid to any 
STOS user. Maestro is fun and certainly 
useful while the sprites are like having tins 
of soup in the cupboard for those days 
when making your own are impracticable. 


SORCEROR LORD 

PSS/Mirrorsoft £24.99 

John Sweeney knows a thing or two Qbout 
war games so he was delighted to be able to try 
a new one - but not for long! 

■Vice box, nice packaging - map, player's guide, reference card. Claims to be a Fantasy 
Wurgume Simulation - "The game where sorcery is a reality". Load the game and a map 
appears. Lots of identical icons, representing the Shadowiord's forces, start moving round the 
sawn to the accompaniment of a sound like a Banda machine in need of a service. As one 
moves off the edge of the screen the view jerks to a different section of the map. (The board 
covers six screen sections hut doesn '[ scroll.) One of the enemy reaches a little fortress and 
there is a truncated shriek indicating a battle (sounds more like a stone in your brake linings!). 
After a couple of minutes of this it switches to Combat Mode. Data briefly flashes up at 
the top and bottom of the screen - how strong a magical attack each tide has succeeded 
In casting „ numbers of troops , and number of deaths. (I hate games which don't let YOU 
control for haw long data is displayed!) Next is the Alliance Phase. Some of my leaders 
mobilise and various of my castles get reinforcements. 

Movement Phase! At last f get a chance to do something . Keyboard onlyi As I move the 
cursor onto my ensiles und troops i get their status - number of riders and warriors, leader's 
characteristics (Leadership and Sorceryl fafigue and remaining movement point s r *The 
documentation is incomplete at this point as it fails to mention that the SELECT key is S, 
DESELECT is 2War Status is IV, and View Next Unit In Stack is 5!) 

So I move a few guys around, l con also took at apt overall view of the world fshown in 
the hexes which make the board up - these are NOT shown on the actual playing hoard!}, 
and pick up or drop troops in garrisons. X tells the computer / have finished this phase. .4 her 
my Combat Phase (which looks just like the computer's) its back to his movement phase 
again - more screen jerking, but thankfully much faster and quieter now that Tve turned off 
the noises! 

if you can recapture all your tost cashes or his HQ before time runs out or he gets your 
HQ rhea you win. That's it. Not a lot for £25! 

I managed (a win the Beginner's level after three or four goes, didn‘t tty Advanced, and 
gave up on Expert - it is extremely difficult and doesn't appear to give you anything like 
enough information on what is happening. The average player is likely to be frustrated by 
the unfriendly controls, the tack of interaction and the difficulty of winning. The keen 
wargamer is likely to be put off by the lack of in farm a f ton. 

This is basically a very ordinary worgame - i f you were playing this as a board gome then 
you would resolve combat by throwing dice and looking up the result on a Combat Resolution 
table (CRT) choosing the appropriate part of the table for the tvpe of hoop ffhencore five 
nations and two types - warrior and rider)., the type of terrain and the relative size of the 
troops , modified by (he dice throws , the leadership and fatigue factors and the sorcery level. 
The sorcery level is determined in some way from your leader's sorcery factor plus the distances 
to eight miniature Stone-Efenges (Rune Rings 1, a dice throwt?) and how many Rune Rings 
you hold(?). 

In this version the computer throws all the dice secretly, keeps all the CRTs and modifier 
tables secret H and doesn't even leave the results up long enough! With so many variables- 
if is impossible to deduce wtmt is going on, especially when so many other details are also 
undefined. Whal is (he terrain type or effect on battle of being in a Rune Ring or a Castle? 
tVhat happens If there ore multiple leaders present? What happens to movement points and 
battle strength when you combine different nations under a single leader? And so on,.. 
And where are all the Magic Spells advertised on the box? I don't think the fact that your 
leader's sorcery factor acts as a CRT modifier is sufficient to justify ail the references to sorcery 
and magic in the description of (he game! 


THE STOS ADD-ONS 

SPRITES 600 £14,95 STOS MAESTRO £24,95 

STOS MAESTRO PLUS £69.95 STOS COMPILER £19.95 

Published by Mandarin Software 
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MAKE YOUR ATARI HAPPY! 

Get some back issues NOW! 


PAGE S back issues represeM an excellent way OP increasing lire enjoyment of 
your Atari with articles to enlighten you. programs lo type in and reviews ol 
software lo guide you. Almost ^|| of the content Gf past issuer Will be as Ireah 
and relevanl loday as when It appeared - increase ynur enjcymenl now. before 
it's tcc late! Disks are available for all issues, conlainmg all theB-bit programs 
frcm each issue ready to run, and they often include bonuses not found in the 
magazine. 

Limit## numbers of th# fallowing are stiff Available - see Writer issues /or tut! 
Ascription of contents 

GRAPHICS SPECIAL Includes Touch Tablet utilities. 

&ISK ALSO AVAILABLE WITH BONUS PICTURES 


IS SUE 22 




ISSUE 2$ 


.. ___.___ Extend Ihe incredible original ftiunthy Madness wilhtbe MUNCH Y 

MADNESS SCREEN DESIGNER, play GREED V CATERPILLARS With a friend, teach 
VOtir Children with MOST HEART MATHS or make up some crosswords with 
3CWORD. A long tealurg on flight simulation programs, Nnls on ZORK and loads 
Fpr ST UEers ' !he P,rsl in a series ^ f USING GEM from C plus FLIGHT 
SIMULATOR ir reviews, new docks from COMPUTE! and a whole stack of reviewa. 

DI$K AVAILABLE - Also contains the winning litle 
screen from our competition. 

- One that serious #-bM users have been waiting lor - a areal lull 
feelure database - MJDBA3E plus an amazing story maker, STORYBOOK, Ihel 
allows you to create illustrated stories. Then there s a great game from ANTIC 
called CLIFFHANGER and an AUTO RUN maker end more. Cheat on commercial 
games with ZAPPING THE RIGHT BYTE and read stacks of reviews. The 5T 
section has a lype-in program, S-CREEN GRABBER, which allows you 1 c'snalctr 
pictures of commercial games lo dish, plus the rreit part in our GEM FROM C 
sertea and reviews of Superbase Personal, K-OOMM 2 plus Jots of games including 
Barbarian 

■ DISK AVAILABLE, DOUBLE SIDED. With BONUS 
story for STORYBOOK and STORYBOOK reader. 


ISSUE :Hf? 


A greal lollow up to Solid Modelling allows you to animate 3 -D 
objects. Try 3-D ANIMATOR. How about a puzzle with LETTER CASTLE or an 
afCSde style shod-up teom ANTIC called DESERT CHA&E? Articles inJcude an 
imdepth look at GUNSLINGER. Gerteafogy Hfffh You? Atari and First Steps on 
saving screens. Loads of reviews including AUTQDUEL and P:R: CONNECTION 
The ST SCClidn has the continuing GEM series, CYBERSTUDlO, ZGOMRACKS II 
and lets of games and serious reviews Including GFA BA-$IC. K-Roqet Jupiter 
Prebe and more. 

DISK AVAILABLE. DOUBLE SIDED with BONUS 
I MACHINE LANGUAGE ADVENTURE only on the disk! 


iSSUEJT 


Our massive survey on all the WARGAMES available for Ebe 0-b.t 
Atari heads this issue which also meludes a great type-in synthesiser Jisting called 
ORIGINAL SYNTH. Oltiar listings Include FONT FACTORY, a nice character editor 
and a challenging game called BOWL TRAP. A feature on SSI, more Tutorial 
Subroutines, A long feature on THE NEVER ENDING STORY, reviews ol ROAD WAR 
2DQti and THE DUNGEON plus many more ere also in this Issue, ST SECRETS, 
a new series on ST programming begins with a look at sound and the ST reviews 
section incl udes IM G: SCAN, BASE TWO. TEMPUS and many more. 

I Dl$K AVAILABLE - All the extra hies lor ORIGINAL 
SYNTH Set u p ready to run plus a II the other listings. 



includes a Guide To Error Codes. DISK ALSO A VAIL ABLE 
| - Includes a type-in spreadsheet, DISK AVAILABLE WITH BONUS 
Includes utilities XRiF and VERJFY. BONUS DISK AVAILABLE 

- SOLD 001 

The tallowing issues are still available 

- Another higgler A must for 1G£9 printer owners wilh 3 great utilities 
including a SCHEEH DUMP. A Super Japanese Chess game called SHOGI. a type 
m REYI$IQN C BASIC, a lull teature on disks and more.. For ST, type in OTHELLO, 
reviews of LEADER BOARD and MEAN 10 . Hints and Tips and several other 
reviews and articles, 

DISK AVAILABLE - ALL THOSE 1029 PROGRAMS 
READY TO GO! 

SOLED MODELLING 13 one of ihe beat non-game programs we have 
published. Be creative! Other progrims include SOURCE WRITER foi machine 
code programmexs, FLEXIBLE FINGERS to help you type NUTS and more 
Reviews or TRIVIAL PURSUIT. DVC-65. SPEED5CRFPT and much, much more' ST . 

csn l& * rn al» about HARD DISKS, FAST BASIC, TYPESETTER ELITE. DEGAS 
ELITE and read reviews bn a whole lot mere software. 

DISK AVAILABLE - DOUBLE SIDED! TWO full aides 
I wilh BONUS SCREENS for SOLID MODELLING! 


ISSUE 2 


___ Some cracking listings ter the G-bit. In GREAT BRITAIN LTD. you 

can be the Chancellor and help run the Country. COMPUTER GAMMON js a great 
Alan version of backgammon and there’s ANTS IN YOUR PANTS. DISK COMMAND 
and others. There is a feature on word processing ?nd stacks ol reviews, The ST 
section includes an in-deplh review of ART DIRECTOR and a neel little program 
f? JSlL ser * l|iri 9 5taf9 pn V Cur screen! Lets of reviews including HABAYIEVY, 
K-SPREAD 2 , K-WORD and many more. 

f DISK AVAILABLE - s&me L-O-N-G LISTINGS! 


A great c*rd game for 0-bit users called, rather uninspiringly WHIST 
plus a two player game of TENNIS and a GRAPH MAKER that works on the 1029 
printer. A new series slarts on EXPANDING YOUR ATARI and there rs an excellent 
program.-luforlal On BUBBLE SORTING. Reviews Include THE PAWN, GUILD OF 
THIEVES, SPARTADOS.'U.S, DOUBLER and many more. ST u$frrS can find oul 
about programming graphics wilh ST SECRETS and can read all aboul the TURBO 
DI2ER. PC DITTO plus reviews ol Tanglewood. Defender ol The Crown, Winter 
Olympiad, FROSPERO FORTRAN and more. 

DISK AVAILABLE - DOUBLE SIDED wilh BONUS 
MACHINE CODE ARCADE GAME only on this disk. 

_Many readers have said this is our best issue yet with an extensive 

ICdlure on choosing a printer for yegr Atari, plus HEAVY METAL, a auperb type-in 
machine language arcade game. Other type-in listings include anolhcr game 
CRYSTAL CRISIS and two utilities, COLOUR TUNER and SOFTKEY. Ihe latter 
being a super keyboard 1 macro , utility. ST owners can hnd out more aboul 
PROGRAMMING GEM with another article in the senea and there are loads Cl 
reviews including MASTERPLAN. GUNSHIP and SPECTRUM 512. There s much 
more in this issue besides, including some great music for Ihe S-bat. 

DISK AVAILABLE - including TWO BONUS- GAMES 
teat are not in ihe magazine. 

An ADVENTURE special to delight all tens of Atari Adventuring 
exclusive and extensive inEervjew with LEVELS. Iwo TYRE-IN 0 bit ADVENTUHES 
games reviews, bumper A-Z HINTS AND TIPS ter all kinds of adventures, a survey 
ol ahmosl every known Atari advenlure and much more. Other items include DAVE 
TS DISCO. FLYING BY THE BOOK, TUTORIAL SUBROUTINES, the SHELL SORT 
and the regulars. ST File includes a round up ol ST adventures, a review of 
DUNGEONMASTIR, hints on adventures ar>d stacks cl general games reviews. 

n DISK AVAILABLE - includes TWO BONUS 

ADVENTURES only to be taund on this disk. 



- SOLD OUT. DISK WITH ALL PROGRAMS AND BONUS 
MACHINE CODE GAME STILL AVAILABLE 
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raFi ^ I ■ Another cracking machine language game from Paul Lay called STAR 
RIDER plus HEADBANGER. also in machine code. MUSIC BOX and SYNTH II te 
type in- MAPPING YOUR ADVENTURE Sh&ws ycu how lo succeed in advenfuxes, 
G50 SPLIT reveals Stcrels about the . 05 Q interface, DESIGNER KEYS altaws you 
to customise the keyboard. Then there's BEGINNER'S BASIC plus a new aeries 
on TURBO BASIC, reviews Of MERAK. Draconus, Joe Blade and more. For the 
ST we have B BOOT tp allow you to bool ItOm drive B, $TQS reviewed. TRIP- 
A-TRQN. SPELLBOOK, SUPERBASE PROFESSIONAL ail reviewed end you tan 
lihd how lo never gel lost again with AUTOROUTE. All this pi us much.'much more. 

DISK AVAILABLE - includes BONUS MACHINE CODE 
UTILITY to add 120 colour 3 to Atari Artist e* Micro- 
painter pictures. 

___ - Some excellent listings including SCROLLV TEXT EDITOR, a superb 

Utility far crealing scrolling messages Cb the XL.'XE Just like those on the ST. plus 
BLASTCQM, a fasl and furious blast ‘em up, and SUNPLOTTER which Shows you 
the position of Ihe sun and limes anywhere in Ihe world. Also FfNDER tor 
searching your programs, the first part of MACHINE CODE LIBRARY and the 
CASSETTE DATABASE, Loads of reviews, bs usual, including SpartaDos X- ST 
Flit includes tee Ikrst part in the MIDI series and coverage Ol PROTEXT end FLAIR 
PAINT plus review* of HEADCOACH {where have you seen that reviewed else¬ 
where?), SPRITE MASTER and a Whole host ol games. Lot’s more besides. 

DISK AVAILABLE-includes BONUS program UNDER 
STARTERS ORDERS-, a Superb horse racing game for 
| all the family 

_. * ^ educational program, MCO-TE3T. for revision, homework 

or fun. The MACHINE CODE library looks at saving and leading memory, a utility 
lists e REAL TIME CL0OK tar your XL or XE and THE P0D2 is a great scrolling 
game. There are several more listings. The TIPSTER begins and articles Include 
THE GAMES THEY NEVER RELEASED and more on Turbo Basic. ST owners can 
enjoy type-in routines for graphics, reviews of MINIX. FUN SCHOOL 2 , POLICE 
QUEST II plus loads of game*. The MIDIots gutao continues and John Sweeney 
looks el KINGS GUEST *nd LEISURE SUIT LARRY. 

] DISK AVAILABLE « Includes GALACTIC CRESTA a 
BONUS MACHINE CODE GAME previously released 
commercially! 


ISSUE 33 


HBH _ The firsl lype-in rrslring game Ter Ihe Alan. CATCH DAY taadalhe 

way with MOUSE PARTY and a NLIMfcRJCAL CONVERSIONS UTILITY alao |« | V pe 
in. -Olher fealtJies includa PAGE MARSHAL. HAWKOUEST. (he MACHINE CODE 
LIBRARY on Player Missile Graphics plus, of course, THE TIPSTER and reviews 
of a-bn g^mos including STAR WARS. The ST seotion includes reviews ol THE 
JADE STONE and DOMES OF SHA. the Midiet'S guide to the SEQUENCER, a new 
column qu STOS PROGRAMMING plus many, many reviewa including GOLDRUSH 
fmd GALDREGON S DOMAIN. 

DISK AVAILABLE - includes PRO GOLF as a BONUS. 

Superb 1& hole action with all the options plus a 
| construction kit t-o build your own courses 

EARL Y ISSUES ARE IN SHORT 
SUPPL Y - GET THEM NOW! 


BACK ISSUES are C1 ‘ 20 0ach ln the U - K -' E1 for Europe or surface mail elsewhere and E2.75 for Air Mail outside Europe 

ISSUE DISKS are lor any 48k or 64k 0-bit Atari Each disk is t2J 5 . Postage FREE In U K, Overseas add Et per order (any number of disks) 
Send your order to PACE 6, P.O. BOX 64, STAFFORD, ST1S 1DR S ENGLAND. ACCESS and VtSA accepted, Telephone 0785 213928 
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PAGE 6 

/tcUte*i£cvie& 

THE JADE STONE 


A range of qualify adventures from 
some of the smaller software houses 
that are now bringing their long 
heralded talents to the ST 


from Marlin Games 

A beautifully illustrated text and graphics adventure by Linda Wright 
in which you play Amaro, the beautiful daughter of Lord Senidea of 
Nulom engaged to Arnonton, a man that you father does not 
opprove of. In an attempt to impress Nm Amanton announces that 
he will sort out the evil sorceror Wlollumo, however young Amanton is 
soon captured and so Is your father. You learn that only The Jade 
Stone is magical enough to overcome the evil Mallumo and so you 
must search for the Stone and rescue both your father and 
sweetheart 

An unusuai and enc hah ling adventure with many little surprises - 
features include VOCAB, OOPS, EXAMINE ALL. R AMS A VE/RESTORE 
and GRAPHICS OFF M 

The JADE STONE is just £9.95 


DOMES OF SHA 



Tri-Pack 


from River Software 

Three text only adventures from Jack Lockerby, a highly regarded writer of descriptive adventures 


DOMES OF SHA is River Software's most successful adventure 
so far. Set in a far corner of the galaxy, an event was taking 
place that would not only affect the tiny planet of Olaxas, but 
worlds not even born. The surviving people knew that they must 
move or die but the Cold Fear has prevented them from going. 
Somebody must be strong enough to lead the people of SHA 
to safety 

HAMMER OF GRIMMOLD is set in the land of dwarves where 
Grim mold, mightiest of the Dwarf Kings, Is deeply troubled. His 
fabled hammer, a symbol of health and fertility, has been 
stolen bringing misery to the land. The noble adventurer is 
charged with recovering the Hammer of Grimmold but must 
first outwit the Hooded Men, deceive the Gigantic Ore and 
finally overcome Valk, the evil one ■ 


FOR YOUR XL/XE 


MUTANT is a more down to earth adventure. Twenty years 
ago. on one of the South Sea Islands, the bomb was tested. 
This small island has since returned to the lush paradise it 
once was and small villages hove sprung up around the 
coast but all is not well, however, as something juries in the 
mountains. No-one has seen it and survived but many have 
heard its hideous cry. You are Mon kind's last hope of track¬ 
ing down and destroying this creature before it is too lote 

Ihree totally different and absorbing adventures full of evo¬ 
cative descriptions and hidden messages - ideal for the 
nbwCOmerFeatures include HELP, RAM SAVE, RAM RESTORE, 
OOPS and AGAIN 


Author Jack Locketby has written over a dozen adventures on 
the Spectrum and Commodore and is a highly regarded figure in 
Adventure circles, Many of his gomes have received praise from 
Mike Getrard. writing in tour Sinclair ond several of his gomes 
have been heavily promoted Py the magazine. Jack is o retired 
Mining Engineer whose writing talents have drought joy to 
thousands of adventurers over the past J years. 


AT LAST SOMETHING FOR TAPE USERS! 

UNDER STARTERS ORDERS 

NOW AVAILABLE ON TAPE for just £2.95 


A great racing game for all the family 
now available on boot tape 

* Computer belling for 1 - 4 players 

* Full colour animated race graphics 
’ Save game facility 

* 7 races per meeting 
1 Name yen own horses 
1 Photo finish and more 





GOGO..GO! 

You'll be jumping out of your seat with excitement! 

See PAGE 6 Magazine Issue 37 page 29 tor fun her details ol Dhis super program. 
Tape version Has ail the facilities and tor ot the disk version except that the number 
ol horse databases is limited, AVAILABLE EXCLUSIVELY FROM PAGE f 


ORDER FORM on page 49 


TURBO BASIC 


Possibly the best langur for your 
XL/XE arid easy fa learn with our 
tuloriol series. Even your own Argri 
Basic programs will run up \o three 
times, os fast with Turbo- Eas+c and 
the disk comes complete with Q 
lightning tasr compiler that wi en¬ 
able youT programs to rur at 
mach ne code speed. Turbo Basic 
hos revolution sed pragma mming for 
many users being very easy To use 
for anyone w*th g little knowledge of 
ATa- r i BcjSiC 

With a printed mgnuo: and protec¬ 
tive wallet - only from PAGE 6 

Disk only £3.95 


MINI OFFICE II 


Simply the best all round 
business program, for your 
Alari. Word Processor, 
Spreadsheet, Database, 
Label Printer, Comms, what 
more can we soy? Hundreds 
have bought this hard to find 
program so we are con* 
tinuing our special offer 

SAVE £5 - SPECIAL 
OFFER PRICE £14.95! 

























The largest selection of Public 
Domain software for the XL/XE 
available anywhere * only the 
very best makes it onto a 
PAGE 6 disk! 


PAGE 6 was the very first to 
introduce PD software for the ST 
and are still first in introducing 
many unique programs 
Disks from just £2.50 


Every imaginable Dust Cover! 


P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND 

Telephone 0765 213928 Catalog HOTLINE 0785 57005 

(24 hours answerphone) 


PAGE 6 ACCESSORY SHOP 


THE VERY BEST IN PUBLIC DOMAIN 


PLUS BOOKS, DUST COVERS and ACCESSORIES 


XL/XE DUST ST 

PUBLIC DOMAIN COVERS PUBLIC DOMAIN 


HUNDREDS OF ITEMS IN OUR CATALOGS 


NEW XL/XE and ST 

catalogs 

NOW AVAILABLE! 

Please note OLtf catalogs do not canlgisn 
commercial software normally available 
train retailors a* advertisers In tTie ma^derne 


OFFICIAL UK DISTRIBUTOR FOR 

ST NEWS 

THE WORLD'S FINEST 
ST DISK BASED MAGAZINE 
































